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“Do not come between the dragon and his wrath.” 
~ William Shakespeare 


INTRODUCTION 


RACONOMICONS WERE SUPPLEMENTS FOR VARIOUS 
editions throughout Dungeons and Dragons 
history. They introduced a wealth of new 
dragon types, and many of their pages 
expanded upon dragon lore and history. In 
these books you could find dozens of 

ON adventure seeds, magic items, and lairs for 
your dragons to reside in. And of course, the many new 

EF monsters to throw at your players. If you find yourself 

wanting more dragons in your campaign, or if you just 
enjoy reading about them, I strongly recommend you 
look for these books online or, if you can find them, in 
stores. Much of the lore and encounter ideas are still 
usable for 5th edition, with others just needing a tweak 
here and there. 

This PDF is inspired by these Draconomicons, and is 
a natural companion to the newly released Fizban’s 
Treasury of Dragons. Here you will find information on 
10 new dragon species, 3 chromatic dragons and 7 
metallic dragons. Each species is complete with stat 
blocks for all stages of life and relevant lore and lair 
information. Additionally, the final pages include new 
character options that take advantage of these new 
dragons, such as expanded dragonborn ancestry 
options and new totem dragons for my own Dragon 


Shaman class, also available through the Dungeon 
Masters Guild. 
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Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Thunderous Breath. The dragon unleashes a blast of 
thunderous energy in a 90-foot cone. Each creature in that 
area must make a DC 23 Constitution saving throw. On a 
failed save the creature is takes 59 (17d6) thunder damage. 
On a successful save the creature takes half as much 
damage. 

Deafening Breath. The dragon bellows a deafening roar in a 90- 
foot cone. Each creature in that area must succeed on a DC 
23 Constitution saving throw or become deafened for 1 
minute. While deafened in this way, the creature is 
incapacitated. A creature can repeat the saving throw at the 
end of each of its turns, ending these effects on itself on a 
SUCCESS. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 15 feet of the dragon must succeed on a DC 24 
Dexterity saving throw or take 16 (2d6 + 9) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


ANCIENT ADAMANTINE DRAGON 


| Gargantuan dragon, lawful neutral 


Armor Class 24 (natural armor) 
| Hit Points 407 (22d20 + 176) 
Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA 
29 (9) MOCO 26 )۵( 131) 16 3) AD) 


Saving Throws Dex +7, Con +15, Wis +10, Cha +8 
Skills Perception +17, Stealth +7 
| Damage Immunities thunder 
Senses blindsight 60ft, darkvision 120ft, passive Perception 27 
Languages Common, Draconic 


Challenge 22 (41,000 XP) Proficiency Bonus +7 


| Legendary Resistance (3/Day). If the dragon fails a saving throw, 
it can choose to succeed instead. 


| ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


| makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +16 to hit, reach 15ft., one target. 
Hit: 20 (2d10 + 9) piercing damage. If the target is a creature, 
the target loses 5 (1d10) hit points at the start of each of its 
turns due to blood loss. A creature, including the target, can 
use its action to make a DC 10 Wisdom (Medicine) check to 
stem the bleeding, ending this effect on a success. 


| Claw. Melee Weapon Attack: +16 to hit, reach 10ft., one target. 
| Hit: 16 (2d6 + 9) slashing damage. 


Tail. Melee Weapon Attack: +16 to hit, reach 20ft., one target. 
Hit: 18 )208 + 9) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 

within 120 feet of the dragon and aware of it must succeed on a 

DC 16 Wisdom saving throw or become frightened for 1 

minute. A creature can repeat the saving throw at the end of 

| each of its turns, ending the effect on itself on a success. If a 

| creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 

| next 24 hours. 
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| Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 

| its own, or back into its true form. It reverts to its true form if it 

dies. Any equipment it is wearing or carrying is absorbed or 

borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, 
| as well as this action. Its statistics and capabilities are 
| otherwise replaced by those of the new form, except any class 

features or legendary actions of that form. 


| LEGENDARY ACTIONS | 
The dragon can take 3 legendary actions, choosing from the 

| options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
| Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
, creature within 10 feet of the dragon must succeed on a DC 20 | 
| Dexterity saving throw or take 14 (2d6 + 7) bludgeoning | 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


MA ن‎ a ee  آ‎ 


ADAMANTINE DRAGON 


Very little is known of the adamantine dragon on the 
surface world. These cave or “Underdark” dragons rule 
over their territories like kings, surrounding themselves 
with comforting rock and multiple subjects. Though 
thought to be brutish and short-tempered, these dragons 
are far smarter than one would think on first meeting. 

Adamantine dragons do not have horns like most 
dragons. Instead, a row of spines runs down the length 
of their body from skull to tail, which ends in two wide, 
shovel-like flanges. Their snouts are sleeker than most 
dragons’, resembling a snapping turtle, and they have 
been known to give off an oily metallic smell like a well- 
maintained suit of armor. 

An adamantine dragon’s body is covered in extremely 
tough, blade-like scales, which rustle like feathers when 
the dragon is excited or irritated. These scales are a 
dark metallic hue, so dark that underground residents 
who have never seen a swamp-favoring black dragon 
may refer to adamantine dragons by that name. 

Imperious Rulers. An adamantine dragon rules with 
an “adamantine fist” in its territory. Though it demands 
obedience and unquestioning respect at all times, an 
adamantine dragon is also staunch in its protection of 
its land, and takes its duty as “ruler” very seriously. So 
long as they are loyal, a dragon overlord will protect its 
subjects fiercely. 

Intruders in an adamantine dragon’s territory soon 
find themselves under attack unless they can speak 
quickly and respectfully. This usually means brokering 
an alliance with the dragon or entering into its service. 


ADULT ADAMANTINE DRAGON 


| 


| Huge dragon, lawful neutral 


Armor Class 21 (natural armor) 


| Hit Points 237 (19d12 + 114) 
Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA 
25 (+7) 10 (+0) 23 (+6) 11 (+0) 14 (2) 11 (40) 


Saving Throws Dex +5, Con +11, Wis +7, Cha +5 
Skills Perception +12, Stealth +5 
Damage Immunities thunder 


| Senses blindsight 60ft, darkvision 120ft, passive Perception 22 


Languages Common, Draconic 


Challenge 15 (13,000 XP) Proficiency Bonus +5 


Legendary Resistance (3/Day). \f the dragon fails a saving throw, 


it can choose to succeed instead. 


ACTIONS 


_ Multiattack. The dragon can use its Frightful Presence. It then 


| makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 
Hit: 18 (2d10 + 7) piercing damage. If the target is a creature, 
the target loses 5 (1d10) hit points at the start of each of its 


| turns due to blood loss. A creature, including the target, can 
| use its action to make a DC 10 Wisdom (Medicine) check to 


stem the bleeding, ending this effect on a success. 


| Claw. Melee Weapon Attack: +12 to hit, reach 5ft., one target. 


Hit: 14 (2d6 + 7) slashing damage. 


Tail. Melee Weapon Attack: +12 to hit, reach 15ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage. 


| Frightful Presence. Each creature of the dragon’s choice that is 


within 120 feet of the dragon and aware of it must succeed on 
a DC 13 Wisdom saving throw or become frightened for 1 


| minute. A creature can repeat the saving throw at the end of 


each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Thunderous Breath. The dragon unleashes a blast of 
thunderous energy in a 60-foot cone. Each creature in that 
area must make a DC 19 Constitution saving throw. On a 
failed save the creature is takes 49 (14d6) thunder damage. 
On a successful save the creature takes half as much 
damage. 


Deafening Breath. The dragon bellows a deafening roar in a 90- 


foot cone. Each creature in that area must succeed on a DC 
19 Constitution saving throw or become deafened for 1 
minute. While deafened in this way, the creature is 
incapacitated. A creature can repeat the saving throw at the 
end of each of its turns, ending these effects on itself on a 
SUCCESS. 
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Unbreakable. Adamantine dragons are aptly named. 
Like the wondrous metal, their scales are harder than 
steel, granting them greater protection than any other 
dragon species. In battle, an adamantine dragon will 
focus on the most dangerous foe first, trusting in its 
scales to protect it. In instances where an adamantine 
dragon fights alongside any of its subjects, it will 
attempt to put itself between them and direct harm. As 
such, adamantine dragons often fight from the ground. 

An adamantine dragon’s physical attacks are 
devastating, even to opponents in thick armor. Their 
teeth are capable of puncturing heavy plate easily, and 
victims are left with wounds cut so cleanly that they find 
it difficult to stop their bleeding. 

Tactically Minded. An adamantine dragon’s penchant 
for rushing to the front lines makes it seem stupid and 
brutish. In truth, they are tactifully minded creatures. 
Those who use allies in battle often favor creatures who 
can use magic to control their enemies’ minds while the 
dragon itself draws any potential fire. 


-ADAMANTINE DRAGON 


WYRMLING 


Medium dragon, lawful neutral 


| Armor Class 19 (natural armor) 


Hit Points 52 (8d8 + 16) 
Speed 30ft, fly 60ft 


STR DEX CON INT WIS CHA 
17 (+3) OC® WC 9(-1) 11(40) 10 (40) 


Saving Throws Dex +2, Con +7, Wis +4, Cha +2 


| Skills Perception +4, Stealth +2 


Damage Immunities thunder 

Senses blindsight 30ft, darkvision 120ft, passive Perception 14 
Languages Draconic | 
Challenge 3 (700 XP) Proficiency Bonus +2 


ACTIONS | 
Bite. Melee Weapon Attack: +6 to hit, reach 10ft., one target. 
Hit: 8 (1d10 + 3) piercing damage. If the target is a creature, 


| the target loses 3 (1d6) hit points at the start of each of its 


turns due to blood loss. A creature, including the target, can 
use its action to make a DC 10 Wisdom (Medicine) check to 
stem the bleeding, ending this effect on a success. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 


| following breath weapons. 


| Thunderous Breath. The dragon unleashes a blast of 


thunderous energy in a 15-foot cone. Each creature in that 
area must make a DC 13 Constitution saving throw. On a 
failed save the creature is takes 17 )506( thunder damage. 
On a successful save the creature takes half as much 
damage. 


| Deafening Breath. The dragon bellows a deafening roar in a 15- 


foot cone. Each creature in that area must succeed on a DC 
13 Constitution saving throw or become deafened for 1 
minute. While deafened in this way, the creature is 
incapacitated. A creature can repeat the saving throw at the 
end of each of its turns, ending these effects on itself on a 
SUCCESS. 


سس سس سس سس سس سس 


Exceptionally Proud. Even for a dragon, an 
adamantine dragon’s conceitedness is legendary. They 
will accept no disrespect, no matter how vague. Even a 
single insult is enough to sour negotiations or trigger an 
instant attack, and adamantine dragons do not consider 
ignorance or carelessness an acceptable excuse for 
such transgressions. 

Adamantine dragons often come into conflict with 
purple dragons, as they share similar habitats. While an 
adamantine dragon would easily defeat a purple dragon 
of comparable age in a straight fight, they rarely force 
their subjects to do anything, whereas a purple dragon 
often employs its minions as spies or assassins. As a 
result, a wise-enough purple dragon can avoid facing an 
adamantine dragon one-on-one. 


| 
. YOUNG ADAMANTINE DRAGON 


| Large dragon, lawful neutral 


Armor Class 20 (natural armor) | 
| Hit Points 152 (16d10 + 64) | 
| Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA | 
20 (+5) 10(+0) 18(+4) 11(+0) 12(+1) 10(+0) | 


| Saving Throws Dex +4, Con +8, Wis +5, Cha +4 
Skills Perception +9, Stealth +4 
Damage Immunities thunder | 
| Senses blindsight 30ft, darkvision 120ft, passive Perception 19 | 
| Languages Common, Draconic | 
Challenge 7 (2,900 XP) Proficiency Bonus +4 | 


ACTIONS | 
Multiattack. The dragon makes three attacks; one with its bite 
and two with its claws. 


| Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 

Hit: 16 (2d10 + 5) piercing damage. If the target is a creature, | 

, the target loses 5 (1d10) hit points at the start of each of its 

| turns due to blood loss. A creature, including the target, can | 
use its action to make a DC 10 Wisdom (Medicine) check to 
stem the bleeding, ending this effect on a success. 


| Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


| Thunderous Breath. The dragon unleashes a blast of 
thunderous energy in a 30-foot cone. Each creature in that 
area must make a DC 17 Constitution saving throw. On a 
failed save the creature is takes 42 (12d6) thunder damage. | 
On a successful save the creature takes half as much | 
damage. 
Deafening Breath. The dragon bellows a deafening roar in a 30- 
| foot cone. Each creature in that area must succeed on a DC | 
17 Constitution saving throw or become deafened for 1 | 
minute. While deafened in this way, the creature is | 
incapacitated. A creature can repeat the saving throw atthe | 
end of each of its turns, ending these effects on itself on a 
success. 


اس سح 


REGIONAL EFFECTS 

The region containing a legendary adamantine dragon’s 
lair is warped by the dragon’s magic, which creates one 
or more of the following effects. 


e Intelligent creatures living within 6 miles of the 
dragon’s lair swear fealty to it, and are hostile 
against anyone who wishes it harm. 

e Weapons, armor, and other metal items within 6 
miles of the dragon’s lair are supernaturally 
protected from getting dirty or rusting, and always 
seem well oiled and cared for. 

e Veins of adamantine grow richly within 1 mile of the 
dragon’s lair. The adamantine can be mined like 
normal adamantine, but such work is bound to alert 
the dragon or its allies to the intruders. 


If the dragon dies, the adamantine veins disappear 
within 1d10 days, though any adamantine mined before 
then remains. Any metal items in the area immediately 
lose their magical protection from corrosion. Any 
intelligent creatures in the region are no longer bound 
to the dragon’s service, but if the dragon treated them 
well may still remain hostile to the individuals who 
slayed their former ruler. 


The adamantine dragon’s breath weapon is a loud 
roar, like a sonic boom. This wave of thunderous energy 
is powerful enough to shatter buildings. A dragon can 
also alter its roar to deafen enemies instead, leaving 
affected individuals so shaken that most can do little 
more than try and flee. It uses these breath weapons to 
daze and confuse its enemies, making it easier to focus 
on one target at a time. 


AN ADAMANTINE DRAGON’S LAIR 


Adamantine dragons favor dark caves and twisting 
underground caverns secure within walls of heavy rock. 
They are not burrowers themselves, though their spade- 
like tails can be used for moving earth and collapsing 
tunnels if needed. The Underdark is their preferred 
home, but if an underground kingdom is not available a 
dragon will settle caves in rocky mountain ranges 
instead. They prefer to patrol their territory on foot, to 
better become familiar with the region, but will take to 
the air if needed to navigate obstacles. 

Wherever they lair, an adamantine dragon ensures 
there are subjects within its territory, and will make its 
presence known as soon as it has decided to become a 
permanent resident. Formerly free communities who 
swear fealty to the dragon become members of its 
fiefdom, while any who refuse to bend the knee are 
swiftly killed. 

Many adamantine dragons demand tribute from their 
subjects. Naturally this can take the form of coinage, but 
adamantine dragons prefer any treasure which reminds 
them of their home territory. A kingdom which includes 
rich silver veins, for example, would spark an interest in 
silver treasures over other valuable metals or gems. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e Part of the ceiling collapses in a 20-foot radius 
centered on a point on the ground that the dragon 
can see within 120 feet of it. That area becomes 
difficult terrain, and each creature there must make 
a DC 15 Dexterity saving throw. On a failure, the 
creature takes 17 (5d6) bludgeoning damage and is 
knocked prone. On a successful save, the creature 
takes half as much damage and is not knocked 
prone. 

e Each creature that suffered thunder damage from 
one of the dragon’s abilities in the preceding turn 
must succeed on a DC 15 Constitution saving throw 
or the creature’s head begins to ring with painful 
resonance. An affected creature takes 2d6 thunder 
damage at the start of each of its turns or until the 
dragon uses this lair action again. An affected 
creature can repeat the saving throw at the end of its 
turn, ending this effect on a success. 
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Tail. Melee Weapon Attack: +16 to hit, reach 20ft., one target. ۱ i 
Hit: 18 (2d8 + 9) bludgeoning damage. ۱ i 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 22 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Sand Breath (Recharge 5-6). The dragon exhales blinding hot 
sand in a 90-foot line that is 10 feet wide. Each creature in that 
line must make a DC 22 Dexterity saving throw. On a failed 
save the creature is blinded and takes 71 (13d10) piercing 
damage. On a successful save the creature takes half as much 
damage and is not blinded. A blind creature can repeat the save 
at the end of each of its turns, ending the blindness on a 
SUCCESS. 


LEGENDARY ACTIONS 


The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each | 
creature within 15 feet of the dragon must succeed on a DC 24 
Dexterity saving throw or take 16 (2d6 + 9) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 


half its flying speed. 


ANCIENT BROWN DRAGON 


Gargantuan dragon, neutral evil 


Armor Class 22 (natural armor) 
Hit Points 350 (20d20 + 140) 
Speed 40ft, burrow 40ft, fly 80ft 


INT WIS CHA 
22 (+6) 18 (+4) 24 (47) 


STR DEX CON 
28 (+9) 10(+0) 25 (+7) 


Saving Throws Dex +7, Con +14, Wis +11, Cha +14 

Skills Perception +18, Stealth +7 

Damage Resistences fire 

Senses blindsight 60ft, darkvision 120ft, tremorsense 120ft, 
passive Perception 28 

Languages Common, Draconic 

Proficiency Bonus +7 

سس سس 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


Sand Walk. The dragon is considered naturally adapted to hot 
climates, and can move across sand without needing to make 
an ability check. Additionally, difficult terrain composed of sand 
doesn’t cost it extra movement. 


ACTIONS 
Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +16 to hit, reach 15ft., one target. 
Hit: 20 (2d10 + 9) piercing damage. 


Claw. Melee Weapon Attack: +16 to hit, reach 10ft., one target. 
Hit: 16 (2d6 + 9) slashing damage. 


| Challenge 22 (41,000 XP) 
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Tail. Melee Weapon Attack: +12 to hit, reach 15ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 19 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Sand Breath (Recharge 5-6). The dragon exhales blinding hot 
sand in a 60-foot line that is 5 feet wide. Each creature in that 
line must make a DC 18 Dexterity saving throw. On a failed 
save the creature is blinded and takes 55 (11d10) piercing 
damage. On a successful save the creature takes half as much 
damage and is not blinded. A blind creature can repeat the save 
at the end of each of its turns, ending the blindness on a 
SUCCESS. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 10 feet of the dragon must succeed on a DC 20 
Dexterity saving throw or take 14 (2d6 + 7) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


ADULT BROWN DRAGON 


Huge dragon, neutral evil 


Armor Class 19 (natural armor) 
Hit Points 195 (17d12 + 85) 
Speed 40ft, burrow 30ft, fly 80ft 


INT WIS CHA 
20 (+5) 16 (+3) 22 (+6) 


STR DEX CON 
24 (+7) 10 )+0( 21 (+5) 


Saving Throws Dex +5, Con +10, Wis +8, Cha +11 

Skills Perception +13, Stealth +5 

Damage Resistences fire 

Senses blindsight 60ft, darkvision 120ft, tremorsense 120ft, 
passive Perception 23 

Languages Common, Draconic 

_ Challenge 14 (11,500 XP) 


Proficiency Bonus +5 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


Sand Walk. The dragon is considered naturally adapted to hot 
climates, and can move across sand without needing to make 
an ability check. Additionally, difficult terrain composed of sand 
doesn’t cost it extra movement. 


۱ ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 
Hit: 18 (2d10 + 7) piercing damage. 


Claw. Melee Weapon Attack: +12 to hit, reach 5ft., one target. 
Hit: 14 (2d6 + 7) slashing damage. 


YOUNG BROWN DRAGON an ability check. Additionally, difficult terrain composed of sand | 


| 


doesn’t cost it extra movement. 


ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 


and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 
Hit: 16 (2d10 + 5) piercing damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Sand Breath (Recharge 5-6). The dragon exhales blinding hot 
sand in a 30-foot line that is 5 feet wide. Each creature in that 
line must make a DC 16 Dexterity saving throw. On a failed 
save the creature is blinded and takes 49 (9d10) piercing 
damage. On a successful save the creature takes half as much 
damage and is not blinded. A blind creature can repeat the save 
at the end of each of its turns, ending the blindness ona 
SUCCESS. 


Large dragon, neutral evil 


Armor Class 18 (natural armor) 
Hit Points 133 (14d10 + 56) 
Speed 40ft, burrow 20ft, fly 80ft 


INT WIS CHA 
17 (43) 4 )2( 205) 


STR DEX CON 
20 (+5) 10(+0) 18 (+4) 


| Saving Throws Dex +4, Con +8, Wis +6, Cha +9 

Skills Perception +13, Stealth +5 

Damage Resistences fire 
Senses blindsight 30ft, darkvision 120ft, tremorsense 120ft, 
| passive Perception 20 

Languages Common, Draconic 


Challenge 7 (2,900 XP) Proficiency Bonus +4 


Sand Walk. The dragon is considered naturally adapted to hot 
climates, and can move across sand without needing to make 
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Gluttonous Hedonists. To a brown dragon, the 
ultimate pleasure and comfort in life is food. Brown 
dragons have been known to travel thousands of miles 
in search of exotic creatures to eat, kidnapping them 
back to their lairs for a special meal. 

Some brown dragons so greatly relish the desire to 
experience new tastes that they will forsake their 
normally careful mentality and put themselves at 
greater risk to take a bite out of their enemies. Brown 
dragons who successfully sample their prey enjoy 
musing on the particulars of that individual’s flavors, 
even mid combat, as much an intimidation tactic as a 
natural response to the joys of food. 

Desert Predators. A brown dragon prefers to travel 
below the surface of the sands, completely hidden but 
able to utilize its tremorsense to stalk its prey. When the 
perfect opportunity presents itself the dragon strikes, 
bursting from the sand amidst its enemies and dragging 
its prey below the surface to feast. 

Blue dragons and brown dragons often come into 
conflict when their desert territories overlap, and the 
two species carry a particular hatred for each other. 

Lavish Palates. Food is the ultimate treasure to a 
brown dragon, and a hoard often includes expensive 
cutlery and crockery. Salted and smoked meats, which 
can keep for months in the dry desert heat, might be 
found in one section of the lair, with another area 
devoted to a vast collection of exotic seasonings and 
spices. Some dragons even keep a herd of livestock 
around their lair to provide fresh meat as needed. 

Besides these morsels, brown dragons do find 
interest in more conventional treasure. Long-lost 
artifacts of ancient civilizations are particularly favored 
for their rarity and history, and in fact brown dragons 
value anything that may have fallen under a particularly 
famous individual’s ownership. Sometimes these 
treasures are used as bait, a chest of gold or priceless 
urn left half-buried in an oasis or a crossroads, while the 
dragon waits for greedy travelers to discover the prize. 


A BROWN DRAGON’S LAIR 


Brown dragons den within the desiccated sands of 
deserts, where the environment is too harsh for most 
humanoid societies to survive and bother them. Their 
lairs are composed of rooms of shifting sand below the 
desert surface, some naturally formed by ruins or buried 
caves. Some other dragons carve out homes within the 
ruins and tombs of ancient civilizations. 

Ancient brown dragon lairs are often guarded by a 
perpetually raging sandstorm, which disorients and 
blinds potential attackers. Regions of entombing 
quicksand surround the lair, which the dragon checks 
periodically for potential meals. 

Brown dragons easily burrow new tunnels as needed, 
willing to modify their lairs in case of intrusion. They 
will collapse roofs to entomb and suffocate attackers, or 
create miniature sandstorms within their lairs to blind 
or restrain foes. 
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BROWN DRAGON 


Sometimes called sand dragons, brown dragons are the 


least likely of the chromatic dragons to seek adventure 
or force the bidding of lesser creatures. Not good, but 
neither insatiably evil either, they prefer to remain 
underground within their desert lairs. They work only to 
ensure their survival and comfort, and provide for 
themselves in whatever manner will require the least 
amount of effort on their part. 

The distinctively short skull of a brown dragon is 
covered in a mass of thick, short horns. Two ridges of 
membranous frilled spikes run down its back, forming 
wide, kite-shaped wings that extend down its tail. These 
wings allow the dragon to soar through sand as if in 
flight, but also function perfectly well in the air. 

Brown dragon scales are a motley of various browns. 
As they age, brown dragons will allow their scales to 
become weathered and tarnished, making them appear 
more rough and earth-like to give them greater 
camouflage among the rocks and sand of the desert. 

Reserved and Indolent. Brown dragons rarely put 
themselves in positions of peril and tend not to seek out 
trouble, preferring to put forth the least amount of effort 
possible when enacting their goals. Rarely does a brown 
dragon attempt to build followers or rule kingdoms, 
instead remaining content in its solitary existence. 


| an ability check. Additionally, difficult terrain composed of sand | 


BROWN DRAGON WYRMLING 


Medium dragon, neutral evil 


| Armor Class 17 (natural armor) 


Hit Points 39 (6d8 + 7) 
Speed 30ft, burrow 15ft, fly 60ft 


STR DEX CON INT WIS CHA 
Gts 10G0). ۱/۲2 18 G2) Be IEE 
SSeS - سك«‎ ۰. 


ْ Saving Throws Dex +2, Con +3, Wis +3, Cha +5 
Skills Perception +5, Stealth +2 


Damage Resistences fire 


| Senses blindsight 10ft, darkvision 60ft, tremorsense 60ft, 


passive Perception 15 
Languages Draconic 


Challenge 2 (450 XP) Proficiency Bonus +2 


Sand Walk. The dragon is considered naturally adapted to hot 
climates, and can move across sand without needing to make 


| doesn’t cost it extra movement. 


| ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. 
Hit: 8 (1d10 + 3) piercing damage. 


Sand Breath (Recharge 5-6). The dragon exhales blinding hot 
sand in a 15-foot line that is 5 feet wide. Each creature in that 
line must make a DC 11 Dexterity saving throw. On a failed 
save the creature is blinded and takes 22 (4d10) piercing 


| damage. On a successful save the creature takes half as much 
| damage and is not blinded. A blind creature can repeat the 


save at the end of each of its turns, ending the blindness on a 
SUCCESS. 


ددم 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e Part of the ceiling collapses above one creature that 
the dragon can see within 120 feet of it. The creature 
must succeed on a DC 15 Dexterity saving throw or 
take 10 (3d6) bludgeoning damage and be knocked 
prone and buried. The buried target is restrained and 
unable to breathe or stand up. A creature can take an 
action to make a DC 10 Strength check, ending the 
buried state on a success. 

e Acloud of sand swirls about in a 20-foot-radius 
sphere centered on a point the dragon can see within 
120 feet of it. The cloud spreads around corners. 
Each creature in the cloud must succeed on a DC 15 
constitution saving throw or be blinded for 1 minute. 
A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a 
success. 

e A whirling gale of sand rushes through the lair in a 
15-foot-radius sphere until the dragon dismisses it as 
an action, uses this lair action again, or dies. The 
sphere is centered on a point the dragon can see 
within 120 feet of it. The gale spreads around 
corners. Each creature in the gale must succeed on a 
DC 15 Strength saving throw or be restrained. A 
creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a 
success. 


REGIONAL EFFECTS 

The region containing a legendary brown dragon’s lair 
is warped by the dragon’s magic, which creates one or 
more of the following effects: 


e A sandstorm rages within 6 miles of the lair. The 
strong winds of the sandstorm impose disadvantage 
on ranged weapon attack rolls and Wisdom 
(Perception) checks. It extinguishes open flames, 
disperses fog, and makes flying by nonmagical 
means nearly impossible. A flying creature ina 
sandstorm must land at the end of its turn or fall. 

e Dust devils scour the land within 6 miles of the lair. 
A dust devil has the statistics of an air elemental, but 
it can’t fly, has a speed of 50 feet, and has an 
Intelligence and Charisma of 1 (-5). 

e Areas of quicksand surround the dragon’s lair. 
Quicksand can be recognized from a safe distance 
with a successful DC 20 Wisdom (Perception) check. 
Otherwise, a creature that steps into the quicksand 
must succeed on a DC 15 Strength saving throw or 
be restrained. 


If the dragon dies, the dust devils disappear 
immediately, and the sandstorm abates within 1d10 
days. Any sinkholes remain where they are. 
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creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Breath Weapons (Recharge 5-6). The dragon uses one of the | 
following breath weapons. | 


Cold Breath. The dragon exhales a frigid fog in a 90-foot cone. | 
Each creature in that area must make a DC 23 Constitution 
saving throw, taking 66 (12d10) cold damage on a failed 
save, or half as much damage on a successful one. 

Slowing Breath. The dragon exhales gas in a 90-foot cone. Each 
creature in that area must succed on a DC 23 Constitution 
saving throw. On a failed save, the creature can’t use 
reactions, its speed is halved, and it can’t make more than | 
one attack on its turn. In addition, the creature can use either 
an action or a bonus action on its turn, but not both. These | 
effects last for 1 minute. The creature can repeat the saving | 
throw at the end of each of its turns, ending the effect on 
itself with a successful save. | 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, | 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or | 
legendary actions of that form. 


LEGENDARY ACTIONS | 
The dragon can take 3 legendary actions, choosing from the | 
options below. Only one legendary action option can be used at | 
a time and only at the end of another creature’s turn. The 

dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each | 
creature within 15 feet of the dragon must succeed on a DC 24 | 
Dexterity saving throw or take 16 (2d6 + 9) bludgeoning | 
damage and be knocked prone. The dragon can then fly upto | 
half its flying speed. | 


ANCIENT COBALT DRAGON 


Gargantuan dragon, lawful neutral 


Armor Class 21 (natural armor) 
| Hit Points 351 (19d20 + 152) 
| Speed 406, fly 50ft 


STR DEX CON INT WIS CHA 
۱ 29 (+9) 10(+0) 26(+8) 18(+4) 16 )+3( 24 (+7) 


Saving Throws Dex +7, Con +15, Wis +10, Cha +14 
۱ Skills Intimidation +14, Perception +17, Stealth +7, Survival +10 
| Damage Immunities cold 
| Senses blindsight 60ft, darkvision 120ft, passive Perception 27 
| Languages Common, Draconic 


| Challenge 22 (41,000 XP) Proficiency Bonus +7 


| Cold Aura. At the start of each of the dragon’s turns, each 
| creature within 5 feet of it takes 10 (3d6) cold damage. 


| Ice Walk. The dragon can move across and climb icy surfaces 

| without needing to make an ability check. Additionally, difficult 
_ terrain composed of ice or snow doesn’t cost it extra 

| movement. 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
| it can choose to succeed instead. 


| 

| ACTIONS 

_ Multiattack. The dragon can use its Frightful Presence. It then 

| makes three attacks; one with its bite and two with its claws. 

| 
, Bite. Melee Weapon Attack: +16 to hit, reach 15ft., one target. 
| Hit: 20 (2d10 + 9) piercing damage. 


Claw. Melee Weapon Attack: +16 to hit, reach 10ft., one target. 
Hit: 16 (2d6 + 9) slashing damage. 


| Tail. Melee Weapon Attack: +16 to hit, reach 20ft., one target. 

| Hit: 18 (2d8 + 9) bludgeoning damage. 

| 

| Frightful Presence. Each creature of the dragon’s choice that is 

, within 120 feet of the dragon and aware of it must succeed on a 

| DC 22 Wisdom saving throw or become frightened for 1 

| minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 


, creature’s saving throw is successful or the effect ends it, the 
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ACTIONS 
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks; one with its bite and two with its claws. 


| 


| Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 


Claw. Melee Weapon Attack: +12 to hit, reach 5ft., one target. 
Hit: 14 (2d6 + 7) slashing damage. 


| Hit: 18 (2d10 + 7) piercing damage. 


` Tail. Melee Weapon Attack: +12 to hit, reach 15ft., one target. 


| Hit: 16 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on 


minute. A creature can repeat the saving throw atthe end of | 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the | 


| a DC 18 Wisdom saving throw or become frightened for 1 


| creature is immune to the dragon’s Frightful Presence for the 


next 24 hours. 


Breath Weapons (Recharge 5-6). The dragon uses one of the | 


, following breath weapons. 


Each creature in that area must make a DC 21 Constitution 
saving throw, taking 49 (9d10) cold damage on a failed save, 
or half as much damage on a successful one. ۱ 
Slowing Breath. The dragon exhales gas in a 60-۲00۴ cone. Each 
creature in that area must succed on a DC 21 Constitution 
saving throw. On a failed save, the creature can’t use 
reactions, its speed is halved, and it can’t make more than 
one attack on its turn. In addition, the creature can use 
either an action or a bonus action on its turn, but not both. 
These effects last for 1 minute. The creature can repeat the | 
saving throw at the end of each of its turns, ending the effect 
on itself with a successful save. | 


Change Shape. The dragon magically polymorphs into a 


| Cold Breath. The dragon exhales a frigid fog in a 60-foot cone. | 


| humanoid or beast that has a challenge rating no higher than 


its own, or back into its true form. It reverts to its true form if it | 
dies. Any equipment it is wearing or carrying is absorbed or 


| borne by the new form (the dragon’s choice). | 


In a new form, the dragon retains its alignment, hit points, | 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, 


| as well as this action. Its statistics and capabilities are | 


otherwise replaced by those of the new form, except any class 


| features or legendary actions of that form. 


| LEGENDARY ACTIONS 


| The dragon can take 3 legendary actions, choosing from the | 
| options below. Only one legendary action option can be used | 


at a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


| Detect. The dragon makes a Wisdom (Perception) check. 


| Tail Attack. The dragon makes a tail attack. 


, Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
| creature within 10 feet of the dragon must succeed on a DC 20 


| Dexterity saving throw or take 14 (2d6 + 7) bludgeoning | 


damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


e 


Proficiency Bonus +5 ۱ 


= 


ADULT COBALT DRAGON 


| Large dragon, lawful neutral 


Armor Class 19 (natural armor) 
Hit Points 202 (15d12 + 105) 


| Speed 40ft, fly 50ft 


CHA 
20 (+5) 


WIS 
15 )+2( 


INT 
16 (+3) 


CON 
24 (+7) 


DEX 
10 (+0) 


STR 
25 (+7) 


Saving Throws Dex +5, Con +12, Wis +7, Cha +10 


| 


| Skills Intimidation +10, Perception +12, Stealth +5, Survival +7 


Damage Immunities cold 
Senses blindsight 60ft, darkvision 120ft, passive Perception 22 


| Languages Common, Draconic 


Challenge 16 (15,000 XP) 


Cold Aura. At the start of each of the dragon’s turns, each 


| 


| creature within 5 feet of it takes 10 (3d6) cold damage. 


| Ice Walk. The dragon can move across and climb icy surfaces 


without needing to make an ability check. Additionally, difficult 
terrain composed of ice or snow doesn’t cost it extra 


| movement. 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


COBALT DRAGON > C 


The cobalt dragon is a complicated type of dragon, 
simultaneously grim and sullen, yet capable of fierce 
possessiveness. They desire beyond everything else to 
control whatever they deem important, be that material 
wealth, territory, or lesser beings. Little matters more to 
a cobalt dragon than its station in life, and it will defend 
that position to the death. 

The diamond-shaped scales of a cobalt dragon are a 
rich, dark blue. They are stocky, with wide feet and a 
row of sharpened spikes that flow down their back to a 
round-tipped tail. Their skulls are short and cylindrical, 
with two sharp horns that either point back along the 
skull or curve forward like a ram’s. 

Obsessed with Control. Cobalt dragons care only for 
their position within the hierarchy of the world, 
believing that to be subservient to another is the 
ultimate sign of weakness and failure. To this end, they 
go to great lengths to accrue more power and build up 
signs of their superior status. Wealth and territory are 
valuable to cobalt dragons as status symbols, but what 
truly helps a cobalt feel superior is having creatures to 
subjugate. Logically, the more powerful a minion, the 
more power their dragon master must have. 

A cobalt dragon fiercely resists anything which may 
threaten its control over its lands or people, and it clings 
to power with great tenacity. They tend to be distrustful 
for this reason, brooding over their grim territories. 
Travelers rarely make their way through a cobalt 
dragon’s land without a show of force; very few dragons 
miss the opportunity to display their might. 
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YOUNG COBALT DRAGON 


Large dragon, lawful neutral 


| Armor Class 18 (natural armor) 
| Hit Points 133 (14d10 + 56) 
Speed 40ft, fly 50ft 


CHA 
18 (+4) 


INT WIS 
13 (+1) 12 (+1) 


CON 
19 (+4) 


DEX 
10 (+0) 


STR 
20 (+5) 


Saving Throws Dex +4, Con +11, Wis +6, Cha +8 
Skills Intimidation +8, Perception +10, Stealth +4, Survival +5 
Damage Immunities cold 

| Senses blindsight 30ft, darkvision 120ft, passive Perception 20 
Languages Common, Draconic 


Challenge 9 (5,000 XP) Proficiency Bonus +4 


Cold Aura. At the start of each of the dragon’s turns, each 
| creature within 5 feet of it takes 7 (2d6) cold damage. 


| Ice Walk. The dragon can move across and climb icy surfaces 

| without needing to make an ability check. Additionally, difficult 
terrain composed of ice or snow doesn’t cost it extra 
movement. 


| ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 


and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 
| Hit: 14 (2d10 + 5) piercing damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
| following breath weapons. 


Cold Breath. The dragon exhales a frigid fog in a 30-foot cone. 
Each creature in that area must make a DC 16 Constitution 
saving throw, taking 38 (7d10) cold damage on a failed save, 
or half as much damage on a successful one. 

Slowing Breath. The dragon exhales gas in a 30-foot cone. Each 
creature in that area must succed on a DC 16 Constitution 
saving throw. On a failed save, the creature can’t use 
reactions, its speed is halved, and it can’t make more than 
one attack on its turn. In addition, the creature can use 
either an action or a bonus action on its turn, but not both. 
These effects last for 1 minute. The creature can repeat the 
saving throw at the end of each of its turns, ending the effect 
on itself with a successful save. 
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Survival of the Fittest. A cobalt dragon’s desire for 
status is a reflection of its desire for strength, and 
controlling creatures and territory is how the species 
measures power. A cobalt dragon cannot stand to be 
under the whims of another, especially other dragons. 

New arrivals to a cobalt dragon’s land are universally 
met with a show of physical intimidation, tests of will, 
and a display of force. For good-aligned cobalts, this is 
done to determine the worthiness of a potential new 
subject, with those failing to live up to expectations 
made to give proper tribute before allowing them to go 
their own way. For more evil ones, anyone too weak to 
stand up for themselves is killed without mercy. Anyone 
who can stand their ground will earn the dragon’s 
respect, even if begrudgingly, but even good cobalts will 
not suffer a potential threat to their rule. 

Cobalt dragons are not typically strong fliers, and so 
usually fight from the ground with reckless abandon. 
Unlike adamantine dragons, which protect their wards 
fiercely, most cobalt dragons will not come to the aid of 
their followers in combat, believing they must fight and 
survive with their own strength. A follower who is 
proven to be weak in battle is unworthy, and rarely 
worth concern. 

Gloomy Lands. Cobalt dragons as a rule hate hot 
weather, preferring to live in colder climates. Their 
favored biomes tend to be gloomy and dark, such as 
snowy forests, deep tundras, or icebound mountains. A 
few cobalt dragons find their way to the Shadowfell or 
live in areas where the border between that realm is 
thin, naturally finding the Shadowfell’s lack of light and 
heat to be perfect for them. As a result, this leads to 
many individuals becoming shadow dragons. 

Due to these preferences, cobalts often come into 
conflict with white dragons in the tundra and other 
varieties of shadow dragons in the Shadowfell. Silver 
dragons also often draw their ire, as cobalts resent their 
superior strength. 

Keepers of Arms. As befitting a species that so highly 
values strength, cobalt dragon hoards are always rich in 
decorated arms and armor. They value superior 
workmanship and practicality, but arms bearing blue 
and white gems are particularly favored. Weapons and 
armor taken from powerful historical figures or long- 
dead challengers are always displayed in a position of 
honor, momentos implicit to the dragon’s martial 
superiority. 

Because of their desire to display their strength, 
cobalts prefer to hunt larger game like moose and elk. 
Very large predators, like bears and dire bears, are a 
favored meal, as they tend to put up a strong fight; as a 


result, many cobalt dragons have scars from such hunts. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e Freezing fog fills a 20-foot-radius sphere centered on 
a point the dragon can see within 120 feet of it. The 
fog spreads around corners, and its area is heavily 
obscured. Each creature in the fog when it appears 
must make a DC 10 Constitution saving throw, 
taking 10 (3d6) cold damage on a failed save, or half 
as much damage on a successful one. A creature that 
ends its turn in the fog takes 10 (3d6) cold damage. 
A wind of at least 20 miles per hour disperses the 
fog. The fog otherwise lasts until the dragon 
dismisses it as an action, uses this lair action again, 
or until the dragon dies. 

e A gale of wind blows through the lair near the 
dragon. Each creature within 120 feet of the dragon 
must succeed on a DC 15 Strength saving throw or 
be pushed 15 feet in a direction of the dragon’s 
choosing. If the save was failed by 5 or more, the 
creature is also knocked prone after being pushed. 
Gases and vapers are dispersed by the wind, and 
unprotected flames are extinguished. Protected 
flames, such as lanterns, have a 50 percent chance of 
being extinguished. 


REGIONAL EFFECTS 

The region containing a legendary cobalt dragon’s lair is 
warped by the dragon’s magic, which creates one or 
more of the following effects: 


e Intelligent creatures living within 6 miles of the 
dragon’s lair swear fealty to it, and are hostile 
against anyone who wishes it harm. 

e Chilly fog lightly obscures the land within 6 miles of 
the dragon’s lair. 

e Areas of slick ice form around and within the 
dragon’s lair. This ice is difficult terrain, and a 
creature attempting to cross the ice must succeed on 
a DC 15 Dexterity saving throw or be knocked prone. 
A prone creature must repeat the saving throw if 
they attempt to stand back up on the ice; on a failure 
the movement spent to stand is expended but the 
creature remains prone. 


If the dragon dies, the fog and ice both dissipate 
within 1d10 days. Any intelligent creatures in the region 
are no longer bound to the dragon’s service, but if the 
dragon treated them well may still remain hostile to the 
individuals who slayed their former ruler. 


A COBALT DRAGON’S LAIR 


Cobalt dragons form their lairs in difficult-to-reach 
locations, where approaching foes must scramble over 
difficult terrain, climb steep cliffs, or swim through icy 
torrents to reach the dragon’s resting place. Hollowed- 
out glacial rifts are preferred, as are caves hidden deep 
under steep cliffs (almost always facing north) or low 
caves hidden in deep gorges. 

A lair must always be within proximity to subjects to 
dominate. Cobalts typically subjugate creatures and 
cultures normally found in more northern remote 


locations, such as barbarian tribes of all races. Dwarves, 


orcs, ogres, and giants are also common subjects, 
assuming the dragon has the strength to force such 
creatures to bend to its will and submit to its rule. 


COBALT DRAGON WYRMLING 


| Medium dragon, lawful neutral 


Armor Class 17 (natural armor) 
| Hit Points 32 (5d8 + 10) 


Speed 30ft, fly 40ft 


STR DEX CON INT WIS CHA 
17 (+3) 10(40) 15 (42) 10 (+0) 11(40) 16 (43) 


Saving Throws Dex +2, Con +4, Wis +2, Cha +4 
Skills Intimidation +5, Perception +4, Stealth +2, Survival +2 


| Damage Immunities cold 


Senses blindsight 10ft, darkvision 60ft, passive Perception 16 
Languages Draconic 


Challenge 2 (450 XP) Proficiency Bonus +2 


ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 


and two with its claws. 


Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. 
Hit: 8 (1d10 + 3) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


_ Cold Breath. The dragon exhales a frigid fog in a 15-foot cone. 


Each creature in that area must make a DC 12 Constitution 


saving throw, taking 22 (4d10) cold damage on a failed save, 


or half as much damage on a successful one. 


creature in that area must succed on a DC 12 Constitution 
saving throw. On a failed save, the creature can’t use 
reactions, its speed is halved, and it can’t make more than 
one attack on its turn. In addition, the creature can use 
either an action or a bonus action on its turn, but not both. 
These effects last for 1 minute. The creature can repeat the 


saving throw at the end of each of its turns, ending the effect | 


on itself with a successful save. 
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| Slowing Breath. The dragon exhales gas in a 15-foot cone. Each 


Petrifying Breath (Recharge 5-6). The dragon exhales sticky acid 
in a 90-foot line that is 10 feet wide. Each creature in that line 
must make a DC 23 Constitution saving throw. On a failed save 
the creature takes 58 (13d8) acid damage. On a successful 
save the creature takes half as much damage. If the saving 
throw fails by 5 or more, the creature is instantly petrified. 
Otherwise, a creature that fails the save begins to turn to stone 
and is restrained. The restrained creature must repeat the 
saving throw at the end of its next turn, becoming petrified on 
a failure or ending the effect on a success. The petrification | 
lasts until the creature is freed by the greater restoration spell or 
similar magic. 


LEGENDARY ACTIONS 


The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 15 feet of the dragon must succeed on a DC 24 
Dexterity saving throw or take 16 (2d6 + 9) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 
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Proficiency Bonus +7 | 


ANCIENT Cam سورب‎ 


Gargantuan dragon, chaotic evil 


Armor Class 22 (natural armor) 
Hit Points 378 (20d20 + 168) 


| 
| 
| Speed 40ft, fly 06 


| STR DEX CON INT WIS CHA 


| 28(+9) 10(+0) 26 (+8) 24 (+7) 19(+4) 24 (47) | 


| Saving Throws Dex +7, Con +15, Wis +11, Cha +14 
| Skills Deception +14, Insight +11, Perception +18, Persuasion 
_ +۱4, Stealth +7 
| Damage Immunities acid 

Condition Immunities petrified 

Senses blindsight 60ft, darkvision 120ft, passive Perception 28 
| Languages Common, Draconic 
| Challenge 22 (41,000 XP) 


| Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
| it can choose to succeed instead. 


| ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


| makes three attacks; one with its bite and two with its claws. It 
| can replace one of its claw attacks with a tail attack. 


Bite. Melee Weapon Attack: +16 to hit, reach 15ft., one target. 
Hit: 20 (2d10 + 9) piercing damage plus 9 (2d8) acid damage. 


| 
| Claw. Melee Weapon Attack: +16 to hit, reach 10ft., one target. 
| Hit: 16 (2d6 + 9) slashing damage. 

Tail. Melee Weapon Attack: +16 to hit, reach 20ft., one target. 
| Hit: 22 (3d8 + 9) slashing damage. 


Frightful Presence. Each creature of the dragon’s choice that is 

۱ within 120 feet of the dragon and aware of it must succeed on 
a DC 22 Wisdom saving throw or become frightened for 1 

| minute. A creature can repeat the saving throw at the end of 

| each ofits turns, ending the effect on itself on a success. If a 

| creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 


| next 24 hours. 


eee‏ ای ما مسا 
LEGENDARY ACTIONS‏ | 


| The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. The 

| dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each | 

creature within 10 feet of the dragon must succeed on a DC 20 

| Dexterity saving throw or take 14 (2d6 + 7) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


GRAY DRAGON 


Gray dragons go by many names; fang dragons for their 
ferocity and wicked maws, stone dragons for their 
petrifying abilities, and spike dragons for the sharp 
spikes with cover their bodies. Whatever they are called, 
gray dragons are united by their distinctive lack of hue 
and twin-bladed tails. 

Their many fangs can be extremely long, and in many 
individuals prevent them from being able to properly 
close their mouths. Beneath this sea of teeth are sharp 
horns jutting out from the lower jaw, which allows the 
dragon to easily smash petrified victims. The scales that 
cover a gray dragon can vary from limestone white to a 
much darker granite gray. The ventral scales tend to be 
paler than the rest of the body, allowing it to remain 
hidden as its underbelly blends in with the clouds. 

Savage Hunters. Gray dragons delight in the hunt. 
The very act of stalking prey is perhaps more enjoyable 
to them than the actual rewards, and it is this love 
which defines their kind. It is not uncommon for local 
humanoids with powerful interests to successfully 
employ a gray dragon for a scouting or hunting mission; 
the very service itself is payment enough for the dragon, 
who would consider the work to be little more than a 
hobby. 


p O E 


VARIANT: MUNDANE FANG DRAGONS 

Some gray dragons lack the elemental powers and 
petrification abilities of their brethren. It is said that, in ages 
past, all fang dragons lacked these abilities until Tiamat 
blessed a few eggs with control over acid and stone. She 
then tasked her new children with wiping out the inferior 
bloodline. Today such mundane fang dragons are all but 
extinct, still hunted if they are ever discovered, though a few 
may have persisted to the present. 


If you wish to include a mundane fang dragon in your 
game, remove the dragon’s immunity to acid and 
petrification, and remove its breath weapon and the acid 
damage from its bite attack. The dragon does not have any 
lair actions, and it causes no regional effects around its lair. 


eee 


| 
ADULT GRAY DRAGON 


Huge dragon, chaotic evil 


Armor Class 19 (natural armor) 
Hit Points 200 (16d12 + 96) | 
Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA | 
ZAE 10(+0) 22 )6( 22(+6) 17 )+3( 22(+6) | 
سح _«__ سح‎ > 
Saving Throws Dex +5, Con +11, Wis +8, Cha +11 
Skills Deception +16, Insight +13, Perception +13, Persuasion 
+16, Stealth +5 | 
_ Damage Immunities acid 
| Condition Immunities petrified | 
| Senses blindsight 60ft, darkvision 120ft, passive Perception 23 | 
Languages Common, Draconic 
Challenge 14 (11,500 XP) 


Proficiency Bonus +5 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
| it can choose to succeed instead. 


AcTIONS 
| Multiattack. The dragon can use its Frightful Presence. It then | 
| makes three attacks; one with its bite and two with its claws. It | 

can replace one of its claw attacks with a tail attack. 


Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. | 
Hit: 18 (2410 + 7) piercing damage plus 4 (1d8) acid damage. | 


| Claw. Melee Weapon Attack: +16 to hit, reach 5ft., one target. 
Hit: 14 (2d6 + 7) slashing damage. 


, Tail. Melee Weapon Attack: +16 to hit, reach 15ft., one target. | 
| Hit: 20 (3d8 + 7) slashing damage. | 


Frightful Presence. Each creature of the dragon’s choice that is | 
within 120 feet of the dragon and aware of it must succeed on | 
a DC 19 Wisdom saving throw or become frightened for 1 | 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the | 
creature is immune to the dragon’s Frightful Presence forthe | 
| next 24 hours. | 


Petrifying Breath (Recharge 5-6). The dragon exhales sticky acid 
in a 60-foot line that is 5 feet wide. Each creature in that line 
must make a DC 19 Constitution saving throw. On a failed save | 
the creature takes 45 (10d8) acid damage. On a successful 
save the creature takes half as much damage. If the saving 
| throw fails by 5 or more, the creature is instantly petrified. 
Otherwise, a creature that fails the save begins to turn to stone | 
| and is restrained. The restrained creature must repeat the 

| saving throw at the end of its next turn, becoming petrified on 
a failure or ending the effect on a success. The petrification | 
lasts until the creature is freed by the greater restoration spell or 
similar magic. 


تحت 
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YOUNG GRAY DRAGON 


Large dragon, chaotic evil 


۱ Armor Class 18 (natural armor) 
| Hit Points 133 (14d10 + 56) 
| Speed 406, fly 80ft 


CHA 
20 (+5) 


INT WIS 
18 (+4) 15 (42) 


CON 
18 (+4) 


DEX 
10 (+0) 


STR 
20 (+5) 


| ۰.۰۱۰۱. 


Saving Throws Dex +4, Con +8, Wis +6, Cha +9 


Skills Deception +13, Insight +10, Perception +10, Persuasion 


+13, Stealth +4 


| Damage Immunities acid 
| Condition Immunities petrified 


Senses blindsight 30ft, darkvision 120ft, passive Perception 20 
Languages Common, Draconic 
Proficiency Bonus +4 


ACTIONS 


| Challenge 7 (2,900 XP) 


| Multiattack. The dragon makes three attacks; one with its bite 
, and two with its claws. It can replace one of its claw attacks 
with a tail attack. 


Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 
Hit: 16 (2d10 + 5) piercing damage plus 4 (1d8) acid damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


| Tail. Melee Weapon Attack: +9 to hit, reach 15ft., one target. Hit: | 
18 (3d8 + 5) slashing damage. 


۱ Petrifying Breath (Recharge 5-6). The dragon exhales sticky acid 


in a 30-foot line that is 5 feet wide. Each creature in that line 
must make a DC 16 Constitution saving throw. On a failed save 


| the creature takes 40 (9d8) acid damage. On a successful save 


the creature takes half as much damage. If the saving throw 
fails by 5 or more, the creature is instantly petrified. Otherwise, 
a creature that fails the save begins to turn to stone and is 
restrained. The restrained creature must repeat the saving 


| throw at the end of its next turn, becoming petrified on a 
ı failure or ending the effect on a success. The petrification lasts 


until the creature is freed by the greater restoration spell or 
similar magic. 


Gray dragons will defend their lairs with heaving 
stone and sharp rock, using their natural magic to cut 
intruders off from each other in order to finish them off 
more easily. If need be, especially if attacked at an 
outpost, a gray dragon will bring down as much of the 
structure as possible before fleeing, burying its foes 
beneath tons of rock. It then simply constructs a new 
home somewhere else. 
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Gray dragons prefer to remain aloft during their 
hunts, out of range of most creatures. Though they 
enjoy the chase, they are much less keen on fair fights 
and are likely to retreat when the odds stack against 
them. Fang dragons rarely set conventional traps, but 
they willingly fight dirty if needed. 

Unpredictable. Gray dragons are notoriously difficult 
to barter with, owing to their propensity to compromise 
on any stated principle and shift their opinions 
whenever a better alternative is presented. For a gray 
dragon, all that matters is payoff, wherever it comes 
from. Concepts like promises mean little. 

Shrewd diplomats can sometimes take advantage of 
this nature by promising future opportunities for worthy 
quarry. But gray dragons often look for excuses to begin 
elaborate chases, and will break off negotiations to 
present the terms of a hunting game. In these situations, 
their chosen quarry is given a head start to flee as far as 
possible. And then the dragon begins the chase. 

Borderland Scouts. The prime hunting grounds for a 
gray dragon are dry prairies, scrubland, and other 
relatively flat terrain. They prefer to ride high thermals 
like massive condors, scouting for the tiniest movement 
across the plains. 

When prey is finally discovered the dragon will slowly 
ride these thermals closer, sometimes taking hours, 
then divebomb from the clouds or directly overhead. 
Most open with their acidic breath, hoping to easily 
petrify their opponent and make off with their prize. 

Dangerous Upbringing. Gray dragons distribute their 
eggs widely, often leaving them in outpost lairs and 
leaving as soon as they are laid. The wyrmlings are 
forced to fend for themselves, but the ones who survive 
their first months are proven to be capable survivalists 
and will be able to live for many years. 

These young gray dragons hatch with small, barely- 
useable blades on their tails and the soft beginnings of 
spikes. Their acidic breath is not strong enough to fully 
petrify an opponent, but can still stiffen their muscles 
effectively enough to eat. As they mature their spikes 
harden and grow sharper, and their breath weapon 
grows more potent. 


A GRAY DRAGON’S LAIR 


Gray dragons make their permanent lairs within 
mountain ledges or other similar locations accessible 
only from the air. They prefer rocky cave systems, 
preferably with multiple choke points should it be 
necessary to defend the lair from attack. Gray dragons 
commonly leave their permanent lair for many months 
at a time, using their affinity with stone to collapse 
tunnels or block passages in order to protect it. 

The outpost lairs that gray dragons construct are 
much like their permanent ones, though generally 
smaller. Here they stash any treasure they may have 
collected during their hunts, until such a time that they 
return to their permanent homes and add it to their 
growing pile of trophies. 


e The dragon targets a creature that it can see within 


120 feet of it and that is currently petrified. Each 
creature within 20 feet of the target must make a DC 
19 Constitution saving throw. If the saving throw 
fails by 5 or more, the creature is instantly petrified. 
Otherwise, a creature that fails the save begins to 
turn to stone and is restrained. The restrained 
creature must repeat the saving throw at the end of 
its next turn, becoming petrified on a failure or 
ending the effect on a success. The petrification lasts 
until the creature is freed by the greater restoration 
spell or similar magic. On a successful save the 
creature takes half as much damage and is not 
restrained. The dragon is immune to this effect. 


| Senses blindsight 10ft, darkvision 60ft, passive Perception 15 | REGIONAL EFFECTS 


Gray dragons tend to remain on the move too often to 


| 
GRAY DRAGON WYRMLING 


Medium dragon, chaotic evil 


Armor Class 17 (natural armor) 
| Hit Points 39 (6d8 + 12) 
Speed 30ft, fly 60ft 


| STR DEX CON INT WIS CHA 
16 (+3) 10(+0) 14(+2) 16(+3) 13(+1) 16 (+3) 
yyy 
| Saving Throws Dex +2, Con +4, Wis +3, Cha +5 
Skills Deception +7, Insight +5, Perception +5, Persuasion +7, 
Stealth +2 
Damage Immunities acid 
Condition Immunities petrified 


Languages Draconic 


cause many intense effects on the surrounding‏ ا تسا e‏ ید تست 

| | countryside of their outpost lairs. The region containing 
ACTIONS | a legendary gray dragon’s permanent lair is warped by 
Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. | the dragon’s magic, which creates one or more of the 


following effects: 


Medusas and basilisks are drawn to the lair, and they 
act as guards and mutual protectors to the dragon. 
Areas of the ground within 6 miles of the lair are 
covered in large, jagged stones. Such areas are 
difficult terrain, and a creature that attempts to move 
through them must succeed on a DC 15 Dexterity 
saving throw or suffer 5 (1d8) piercing damage. 
Pools of acid surround the dragon’s lair. Acid can be 
recognized with a successful DC 15 Wisdom 
(Perception) check. Otherwise, a creature that steps 
into the acid or begins its turn there must succeed on 
a DC 18 Constitution saving throw. On a failed save 
the creature takes 31 (7d8) acid damage. On a 
successful save the creature takes half as much 
damage. If the saving throw fails by 5 or more, the 
creature is instantly petrified. Otherwise, a creature 
that fails the save begins to turn to stone and is 
restrained. The restrained creature must repeat the 
saving throw at the end of its next turn, becoming 
petrified on a failure or ending the effect on a 
success. The petrification lasts until the creature is 
freed by the greater restoration spell or similar 
magic. 


If the dragon dies, the medusas and basilisks 


Hit: 8 (1d10 + 3) piercing damage plus 2 (1d4) acid damage. 


| Petrifying Breath (Recharge 5-6). The dragon exhales sticky acid 
in a 15-foot line that is 5 feet wide. Each creature in that line 
must make a DC 13 Constitution saving throw. On a failed save | 

| the creature takes 18 (4d8) acid damage and is restrained. On 
a successful save the creature takes half as much damage and 
is not restrained. A restrained creature can repeat the saving 
throw at the beginning of each of its turns, ending the effect on 
a success. | 

> yz ج‎ > 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e The dragon chooses a point on the ground that it can 
see within 120 feet of it. Stone spikes sprout from 
the ground in a 20-foot radius centered on that point. 
The effect is otherwise identical to the spike growth 
spell and lasts until the dragon uses this lair action 
again or until the dragon dies. 

e The dragon creates a wall of rock on a solid surface 
it can see within 120 feet of it. The wall can be up to 
60 feet long, 10 feet high, and 6 inches thick. When 
the wall appears, each creature within its area is 


pushed 5 feet out of the wall’s space; appearing on abandon the lair within 1d10 days. Any areas of difficult 
whichever side of the wall it wants. Each 10-foot terrain and pools of acid remain where they are. 


section of the wall has AC 15, 30 hit points, 
resistance to bludgeoning, piercing, and slashing 
damage from nonmagical weapons, and immunity to 
necrotic, poison, and psychic damage. The wall 
disappears when the dragon uses this lair action 
again or when the dragon dies. 
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ANCIENT IRON DRAGON 


Gargantuan dragon, neutral evil 


Hit Points 348 (17d20 + 170) 
Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA 
27 (+8) 12(4+1) 30(410) 12(+1) 19(+4) 20 (45) 


Saving Throws Dex +8, Con +17, Wis +11, Cha +12 
Skills Athletics +14, Intimidation + 11, Perception +18, 
Stealth +8 
Damage Immunities lightning 
Senses blindsight 60ft, darkvision 120ft, passive Perception 28 


Challenge 22 (41,000 XP) Proficiency Bonus +7 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 


Thicket Trampler. Moving through nonmagical difficult terrain 
costs the dragon no extra movement, and it can pass through 
nonmagical plants without being slowed or harmed by them. 


ACTIONS 
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +15 to hit, reach 15ft., one target. 
Hit: 19 (2d10 + 8) piercing damage. 


Claw. Melee Weapon Attack: +15 to hit, reach 10ft., one target. 
Hit: 15 (2d6 + 8) slashing damage. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
Tail. Melee Weapon Attack: +15 to hit, reach 20ft., one target. its own, or back into its true form. It reverts to its true form if it 4 3 
Hit: 17 (2d8 + 8) bludgeoning damage. dies. Any equipment it is wearing or carrying is absorbed or a 
borne by the new form (the dragon’s choice). 
In a new form, the dragon retains its alignment, hit points, 


Hit Dice, ability to speak, proficiencies, Legendary Resistance, 


| 
| 
Frightful Presence. Each creature of the dragon’s choice that is | 
within 120 feet of the dragon and aware of it must succeed on | 


a DC 20 Wisdom saving throw or become frightened for 1 lair actions, and Intelligence, Wisdom, and Charisma scores, 
minute. A creature can repeat the saving throw at the end of | | as well as this action. Its statistics and capabilities are 

each of its turns, ending the effect on itself on a success. Ifa | | otherwise replaced by those of the new form, except any class 
creature’s saving throw is successful or the effect ends it, the features or legendary actions of that form. 


creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


|! 

LEGENDARY ACTIONS ۱ 

| The dragon can take 3 legendary actions, choosing from the | 

options below. Only one legendary action option can be used | 
at a time and only at the end of another creature’s turn. The 

| dragon regains spent legendary actions at the start of its turn. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


line that is 10 feet wide. Each creature in that area must | ۱ Detect. The dragon makes a Wisdom (Perception) check. | 
make a DC 25 Dexterity saving throw, taking 82 (15d10) 


lightning damage on a failed save, or half as much damage | 
on a successful one. | 

Attracting Breath. The dragon inhales its breath in a 60-foot ۱ 
cone. Each creature in that area must succeed on a DC 23 | 
Strength saving throw. On a failed save, the creature is 


Tail Attack. The dragon makes a tail attack. 


| 
! 
Wing Attack (Costs 2 Actions). The dragon beats its wings. Each | 
creature within 15 feet of the dragon must succeed ona DC 23 | 
Dexterity saving throw or take 15 (2d6 + 8) bludgeoning | 


_ pulled up to 40 feet toward the dragon. damage and be knocked prone. The dragon can then fly up to 


_ half its flying speed. 
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| 


| Armor Class 22 (natural armor) 


1 
| 


| Languages Common, Draconic 


it can choose to succeed instead. 


| Lightning Breath. The dragon exhales lightning in a 120-foot 


| ee 
| ADULT IRON DRAGON ` | Breath Weapons (Recharge 5-6). The dragon uses one of the 


: following breath weapons. 
| Huge dragon, neutral evil 


| | Lightning Breath. The dragon exhales lightning in a 90-foot line 
| that is 5 feet wide. Each creature in that area must make a 


| Armor Class 19 (natural armor) 


| Hit Points 217 (15d12 + 120) | | DC 21 Dexterity saving throw, taking 60 (11d10) lightning | 

| Speed 40ft, fly 6 | | damage on a failed save, or half as much damage on a | 
i successful one. | 

STR DEX CON INT WIS CHA | Attracting Breath. The dragon inhales its breath in a 40-foot 
| 23 (+6) 12(+1) 27 (+8) 10(+0) 18 (+4) 19(+4) | | cone. Each creature in that area must succeed on a DC 21 | 
و و‎ ۱ Strength saving throw. On a failed save, the creature is 
Saving Throws Dex +6, Con +13, Wis +9, Cha +9 pulled up to 30 feet toward the dragon. 
| Skills Athletics + 11, Intimidation +9, Perception +14, ۲ 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 


| Stealth +6 
Damage Immunities lightning 


| Senses blindsight 60ft, darkvision 120ft, passive Perception 24 | | its own, or back into its true form. It reverts to its true form ifit | 
Languages Common, Draconic | | dies. Any equipment it is wearing or carrying is absorbed or | 
Challenge 16 (15,000 XP) Proficiency Bonus +5 borne by the new form (the dragon’s choice). | 


| In a new form, the dragon retains its alignment, hit points, 

| ۰ ۱ | | Hit Dice, ability to speak, proficiencies, Legendary Resistance, | 
Legendary Resistance (3/Day). Ifthe dragon fails a saving throw, lair actions, and Intelligence, Wisdom, and Charisma scores, 
it can choose to succeed instead. as well as this action. Its statistics and capabilities are 


: 4 ۲ ۱ f | | otherwise replaced by those of the new form, except any class 
| Thicket Trampler. Moving through nonmagical difficult terrain | ae i TT of ihat Fie ee 


| costs the dragon no extra movement, and it can pass through | 
| nonmagical plants without being slowed or harmed by them. | | LEGENDARY ACTIONS | 
| e | 
ACTIONS | The dragon can take 3 legendary actions, choosing from the 
Multiattack. The dragon can use its Frightful Presence. It then | SBE e NS De ON Hy One ی ای‎ came Uses 


1 Nets ear er ai ite cl | at a time and only at the end of another creature’s turn. The 
ma ES EE AAE ی‎ oS BIENON ی‎ | dragon regains spent legendary actions at the start of its turn. | 


| Bite. Melee Weapon Attack: +11 to hit, reach 10ft., one target. | Detect. The d k isd p ti PeT 
He ONO Co denac: | . The dragon makes a Wisdom (Perception) check. 


| 


| Tail Attack. The d kes a tail attack. 
, Claw. Melee Weapon Attack: +11 to hit, reach 5ft., one target. ; | si a eka 


| Hit: 13 (2d6 + 6) slashing damage. | Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 10 feet of the dragon must succeed on a DC 19 
Dexterity saving throw or take 13 (2d6 + 6) bludgeoning PTT 
| damage and be knocked prone. The dragon can then fly up to ۳ 9 oy 
half its flying speed. 


| 
Tail. Melee Weapon Attack: +11 to hit, reach 15ft., one target. ; | | 
Hit: 15 (2d8 + 6) bludgeoning damage. 


3 


Frightful Presence. Each creature of the dragon’s choice that is | 
| within 120 feet of the dragon and aware of it must succeed on 
| a DC 17 Wisdom saving throw or become frightened for 1 | 

minute. A creature can repeat the saving throw at the end of 
| each of its turns, ending the effect on itself on a success. If a | 
. creature’s saving throw is successful or the effect ends it, the | 

creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


سب سس تست 


IRON DRAGON 


An exception among the normally kind and altruistic 
metallic dragons, iron dragons are famously violent and 
illtempered. Generally evil and brutish, even the most 
benevolent of their kind are best described as a 
dangerous kind of hungry. 

They have coarse, dark gray scales like heavy iron, 
without the shining gleam found on silver or steel 
dragons. As an iron dragon ages, it develops dark brown 
streaks like rust along its joints and wings. The amount 
of rust on a one’s body can be considered a matter of 9و‎ ۱ 
pride for some iron dragons, who view it as proof of 
success and experience. Three horns sweep back 
behind the dragon’s pointed skull, and a row of sharp 
spikes run down the spine to a simple pointed tail. 
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Z‏ سس 


| 
' IRON DRAGON WYRMLING 


Medium dragon, neutral evil 


, Armor Class 17 (natural armor) 


Hit Points 38 (4d8 + 20) 


| Speed 30ft, fly 60ft 


STR DEX CON INT WIS CHA 
16 (+3) 12 )+1( 20(+5) 7(-2) 14 )+۲2( 16 (43) 
E r. 
Saving Throws Dex +3, Con +7, Wis +4, Cha +5 
Skills Athletics +5, Intimidation +5, Perception +6, 
Stealth +3 


| Damage Immunities lightning 


Senses blindsight 10ft, darkvision 60ft, passive Perception 16 
Languages Draconic 
Proficiency Bonus +2 


ACTIONS 


Challenge 2 (450 XP) 


| Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. Hit: 


8 (1d10 + 3) piercing damage. 


| Breath Weapons (Recharge 5-6). The dragon uses one of the 


following breath weapons. 


Lightning Breath. The dragon exhales lightning in a 40-foot line 
that is 5 feet wide. Each creature in that area must make a 
DC 21 Dexterity saving throw, taking 16 (3d10) lightning 
damage on a failed save, or half as much damage on a 
successful one. 


, Attracting Breath. The dragon inhales its breath in a 20-foot 


cone. Each creature in that area must succeed on a DC 23 
Strength saving throw. On a failed save, the creature is 
pulled up to 10 feet toward the dragon. 


Capricious Allies. Though they prefer living alone, iron 
dragons will sometimes serve under non-dragons as 
guards or champions. Large species like giants can 
sufficiently threaten an iron dragon enough to bully it 
under control, while smaller and more clever races like 
goblins may be able to convince the dragon that 
directing its violence in the goblins’ favor could be to the 
dragon’s benefit. 

Keeping older irons under control is significantly 
more difficult; as they grow so too do their impulses, 
and adult and ancient dragons become so demanding 
that few can hope to contain them. An enterprising 
owner must always be aware that an iron dragon is one 
bad experience away from destroying its former allies. 

Thicket Stalkers. Iron dragons prefer to hunt in 
forests thick with trees and vegetation, or broken hills 
with a lot of good brush cover. They remain concealed 
within the foliage, easily able to rip their way through 
even the thickest of underbrush due to their sharp, saw- 
like scales, and then strike from ambush. Rarely will an 
iron dragon announce its presence before striking to 
eviscerate its prey. 
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| 
| YOUNG IRON DRAGON 


| Large dragon, neutral evil 


Armor Class 18 (natural armor) 
| Hit Points 138 (12d10 + 72) 
| Speed 406, fly 80ft 


INT WIS 
8 (-1) 16 (+3) 


CON 
22 (+6) 


STR 
19 (+4) 


CHA 
18 (+4) 


DEX 
12 (+1) 


| Saving Throws Dex +5, Con +10, Wis +7, Cha +8 

Skills Athletics +8, Intimidation +8, Perception +11, 
Stealth +5 

| Damage Immunities lightning 

| Senses blindsight 30ft, darkvision 120ft, passive Perception 21 
Languages Common, Draconic 
Challenge 9 (5,000 XP) 


Proficiency Bonus +4 


Thicket Trampler. Moving through nonmagical difficult terrain 
| costs the dragon no extra movement, and it can pass through 
nonmagical plants without being slowed or harmed by them. 


| ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 


and two with its claws. 


Bite. Melee Weapon Attack: +8 to hit, reach 10ft., one target. 
Hit: 15 (2d10 + 4) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5ft., one target. 
Hit: 11 (2d6 + 4) slashing damage. 


` Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Lightning Breath. The dragon exhales lightning in a 60-foot line 
that is 5 feet wide. Each creature in that area must make a 
DC 18 Dexterity saving throw, taking 49 (9d10) lightning 
damage on a failed save, or half as much damage on a 
successful one. 

| Attracting Breath. The dragon inhales its breath in a 30-foot 

cone. Each creature in that area must succeed on a DC 18 
Strength saving throw. On a failed save, the creature is 
pulled up to 20 feet toward the dragon. 


ee 


Brutish and Greedy. Iron dragons have a simple 
worldview; be respected (or better, feared), acquire 
treasure and comforts, and kill whatever bothers them. 
In this regard they are not terribly different from many 
dragon species, but their lack of wit means they are 
easily governed by their base passions more than any 
other. Iron dragons kill first and don’t bother asking 
questions, sometimes to their detriment. 

Most iron dragons are reclusive, disliking all other 
dragons and preferring a solitary life. A creature that is 
foolish enough to intrude upon an iron’s territory is 
quickly devoured and robbed of whatever riches they 
may have. Fortunately, iron dragons are so dim-witted 
that they can be easily bribed or flattered, provided that 
the other party can offer them something more valuable 
than their base impulses would desire. 


REGIONAL EFFECTS 

The region containing a legendary iron dragon’s lair is 
warped by the dragon’s magic, which creates one or 
more of the following effects: 


e Thickets form labyrinthine passages within 1 mile of 
the dragon’s lair. The thickets act as 10-foot-high, 10- 
foot-thick walls that block line of sight. Creature can 
move through the thickets, with every 1 foot a 
creature move costing it 4 feet of movement. A 
creature in the thickets must make a DC 15 
Dexterity saving throw once each round it’s in 
contact with the thickets or take 3 (1d6) piercing 
damage from thorns. 

e The rotting remains of carelessly discarded meals 
are scattered within 5 miles of the dragon’s lair. A 
creature can make a successful DC 15 Wisdom 
(Survival) check to track these remains back to the 
dragon’s lair. 

e Veins of iron grow richly within 1 mile of the 
dragon’s lair. The iron can be mined like normal 
iron, but such work is bound to alert the dragon to 
the intruders. 


If the dragon dies, the iron veins disappear within 
1d10 days, though any iron mined before then remains. 
The thickets remain, but within 1d10 days regress to 
become mundane plants and normal difficult terrain, 
losing their thorns. Any rotting remains decompose 
naturally over time. 


They like to hunt medium-sized game like boar, but 
evil iron dragons (which make up the majority) favor 
intelligent creatures to consume. Though they hate all 
dragons, they particularly loathe green dragons. Both 
favor the same kind of terrain and thus often come into 
conflict, and iron dragons resent the exceptionally more 
intelligent and sly greens, which can easily manipulate 
and outwit them. 


AN IRON DRAGON’S LAIR 


Iron dragons make their lairs wherever good hiding 
places can be found; deep forests and low hills being 
most favored. They hide their lairs in the most difficult 
and tangled ground they can find, with many connected 
chambers and multiple entrances. 

Even within the lair, the dragon ensures there are 
many places to hide. Most are overgrown with jagged 
rocks, hanging vegetation or strangling creepers, and 
uneven floors with spacious gaps. This guarantees that, 
should an unwelcome visitor come knocking, the 
dragon can easily conceal itself and dispatch its 
trespasser without being spotted. 

While they appreciate all treasure, the simple luster of 
gold and silver coins are particularly loved. Iron dragons 
will often bury other treasures robbed from past meals 
amongst their favored coins; they prefer the feel of the 
currency, but are content knowing about the other 
riches that lie beneath. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e The dragon moves 40 feet and, if there is an 
appropriate amount of vegetation or cover, can make 
a Dexterity (Stealth) check. If successful, the dragon 
is hidden until it attacks or casts a spell, uses 
another lair action, or otherwise loses the benefit of 
being hidden. A creature can attempt to learn the 
location of the dragon by using its action to make a 
Wisdom (Perception) check against the dragon’s 
Dexterity (Stealth) check. 

e The dragon focuses its defenses. Damage it takes is 

reduced by an amount equal to half its Constitution 

modifier, rounded down. This effect persists until the 

dragon takes another lair action. 


ANCIENT MERCURY DRAGON 


| Gargantuan dragon, chaotic neutral 


Armor Class 22 (natural armor) 
Hit Points 330 (20d20 + 120) 
Speed 40 ft, climb 40 ft, fly 80 ft 


STR DEX CON INT WIS CHA 
26 (+8) 14 (+2) 23 (+6) 13 )+1( 14 )+2( 24 (+7) 


Saving Throws Dex +9, Con +13, Wis +9, Cha +14 
Skills Acrobatics +16, Deception +14, Perception +16, Stealth 
۱ وب‎ 
Damage Immunities poison 
Senses blindsight 60ft, darkvision 120ft, passive Perception 26 
Languages Common, Draconic 
Challenge 21 (33,000 XP) Proficiency Bonus +7 ; ۱ 


| Legendary Resistance (3/Day). If the dragon fails a saving throw, 
it can choose to succeed instead. 


AcTIONS _ Change Shape. The dragon magically polymorphs into a 
| Multiattack. The dragon can use its Frightful Presence. It then ۴ humanoid or beast that has a challenge rating no higher than 
makes three attacks; one with its bite and two with its claws. is 


| f its own, or back into its true form. It reverts to its true form if it 

i 3 dies. Any equipment it is wearing or carrying is absorbed or 

borne by the new form (the dragon’s choice). | 
In a new form, the dragon retains its alignment, hit points, 


Bite. Melee Weapon Attack: +15 to hit, reach 15ft., one target. 
, Hit: 19 (2d10 + 8) piercing damage. | 


| Claw. Melee Weapon Attack: +15 to hit, reach 10ft., one target. | Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
Hit: 15 (2d6 + 8) slashing damage. lair actions, and Intelligence, Wisdom, and Charisma scores, 
as well as this action. Its statistics and capabilities are 
| Tail. Melee Weapon Attack: +15 to hit, reach 20ft., one target. | | otherwise replaced by those of the new form, except any class 
| Hit: 17 (2d8 + 8) bludgeoning damage. | | features or legendary actions of that form. 
| Frightful Presence. Each creature of the dragon’s choice that is | Bonus ACTIONS 
within 120 feet of the dragon and aware of it must succeed on | Quicksilver Form (Recharge 6). The dragon transforms into a 
, a DC 22 Wisdom saving throw or become frightened for 1 liquid wave of quicksilver, absorbing any equipment it is 
minute. A creature can repeat the saving throw at the end of | | wearing or carrying. On subsequent turns, the dragon can use 
| each of its turns, ending the effect on itself on a success. If a | a bonus action to revert back to its true form. It reverts to its | 
creature’s saving throw is successful or the effect ends it, the true form if it dies. | 
| creature is immune to the dragon’s Frightful Presence for the While in this form the dragon loses its fly speed but 
next 24 hours. | increases its walking speed and climbing speed by 20 feet, and 
| it ignores difficult terrain. It can move through a space as 
| Breath Weapons (Recharge 5-6). The dragon uses one of the | narrow as 1 inch wide without squeezing, has resistance to 


following breath weapons. damage from nonmagical weapons, and does not provoke 


| rtunity attacks fr ing. 
Poison Breath. The dragon exhales poisonous gas in a 90-foot apes eae 


cone. Each creature in that area must make a DC 21 | LEGENDARY ACTIONS | 


Dae | The dragon can take 3 legendary actions, choosing from the‏ ی ieee)‏ ال ی sau‏ ی ی ات 


on a failed save, or half as much damage on a successful i : 
options below. Only one legendary action option can be used 


one. : ; 
Blinding Breath. The dragon exhales blinding gas in a 90-foot ata Ne and تب سب رب‎ o A aay w 
fi dragon regains spent legendary actions at the start of its turn. 


cone. Each creature in that area must succeed on a DC 21 
| Constitution saving throw or be poisoned for 1 minute. A 
creature is blind while poisoned in this way. The creature can 
repeat the saving throw at the end of each of its turns, | Tail Attack. The dragon makes a tail attack. 
ending the effect on itself on a success. | 
| Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
| creature within 15 feet of the dragon must succeed on a DC 23 
Dexterity saving throw or take 15 (2d6 + 8) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
| half its flying speed. 
re) 


Detect. The dragon makes a Wisdom (Perception) check. 
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| ADULT MERCURY DRAGON | Breath Weapons (Recharge 5-6). The dragon uses one of the 


following breath weapons. 
| Huge dragon, chaotic neutral ; | 


| | Poison Breath. The dragon exhales poisonous gas in a 60-foot | 


Armor Class 19 (natural armor) cone. Each creature in that area must make a DC 17 

| Hit Points 199 (19d12 + 76) |, Constitution saving throw, taking 52 (15d6) poison damage | 
Speed 40 ft, climb 40 ft, fly 80 ft | | ona failed save, or half as much damage on a successful | 

one. 
STR DEX CON INT WIS CHA | | Blinding Breath. The dragon exhales blinding gas in a 60-foot ۱ 
23 (+6) 14 )2( 19 شب)‎ ۱1 0 13 )۱( 21 (45) | cone. Each creature in that area must succeed on a DC 17 

Sr ح(ح(‎ Constitution saving throw or be poisoned for 1 minute. A 

| Saving Throws Dex +7, Con +9, Wis +6, Cha +10 | | creature is blind while poisoned in this way. The creature can 

| Skills Acrobatics +12, Deception +10, Perception +11, _ | repeat the saving throw at the end of each of its turns, | 

| Stealth +7 | ending the effect on itself on a success. | 

| Damage Immunities poison ۱ | | 
Senses blindsight 60ft, darkvision 120ft, passive Perception 21 | Change Shape. The dragon magically polymorphs into a | 
Languages Common, Draconic humanoid or beast that has a challenge rating no higher than 

| Challenge 15 (13,000 XP) Proficiency Bonus +5 ۱ its own, or back into its true form. It reverts to its true form if it | 


| dies. Any equipment it is wearing or carrying is absorbed or | 

f ۱ ۱ | borne by the new form (the dragon’s choice). 

| Legendary Resistance (3/Day). If the dragon fails a saving throw, | | Inanew form, the dragon retains its alignment, hit points, 

| it can choose to succeed instead. | Hit Dice, ability to speak, proficiencies, Legendary Resistance, | 
| | lair actions, and Intelligence, Wisdom, and Charisma scores, 


| ACTIONS | as well as this action. Its statistics and capabilities are 
Multiattack. The dragon can use its Frightful Presence. It then | otherwise replaced by those of the new form, except any class | 
makes three attacks; one with its bite and two with its claws. | features or legendary actions of that form. | 
| | i 
| Bite. Melee Weapon Attack: +11 to hit, reach 10ft., one target. | Bonus ACTIONS | 


Se G 
p mE ES | Quicksilver Form (Recharge 6). The dragon transforms into a 


| Claw. Melee Weapon Attack: +11 to hit, reach 5ft., one target. | | liquid wave of quicksilver, absorbing any equipment it is 
Hit: 13 (2d6 + 6) slashing damage. | wearing or carrying. On subsequent turns, the dragon can use 
| | a bonus action to revert back to its true form. It reverts to its 
| true form if it dies. 
While in this form the dragon loses its fly speed but 
| increases its walking speed and climbing speed by 20 feet, and 


Tail. Melee Weapon Attack: +11 to hit, reach 15ft., one target. 
Hit: 15 (2d8 + 6) bludgeoning damage. 


| Frightful Presence. Each creature of the dragon’s choice that is it ignores difficult terrain. It can move through a space as 

| within 120 feet of the dragon and aware of it must succeed on narrow as 1 inch wide without squeezing, has resistance to | 

| a DC 18 Wisdom saving throw or become frightened for 1 . | damage from nonmagical weapons, and does not provoke 

| minute. A creature can repeat the saving throw at the end of | | Opportunity attacks from moving. 

| each of its turns, ending the effect on itself on a success. If a | | 

| creature’s saving throw is successful or the effect ends it, the | | LEGENDARY ACTIONS 
creature is immune to the dragon’s Frightful Presence for the | The dragon can take 3 legendary actions, choosing from the 
next 24 hours. _ | options below. Only one legendary action option can be used 


| 
سس سس سس بت سس سس سس سس سس اس سس‎ at a time and only at the end of another creature’s turn. The | 


dragon regains spent legendary actions at the start of its turn. 


MERCURY DRAGON | Detect. The dragon makes a Wisdom (Perception) check. 
Enigmatic almost to a fault, mercury dragons are | Tail Attack. The dragon makes a tail attack. 

entities of nearly pure chaos. Novelty is as important to | 

a mercury dragon as air; they crave new experiences Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
and the chaos of life. Depriving one of such variety is | creature within 15 feet of the dragon must succeed ona DC19 | 


liable to be dangerous, for the dragon as much as for | Dexterity saving throw or take 13 (2d6 + 6) bludgeoning | 
damage and be knocked prone. The dragon can then fly up to 


those around it. half its flying speed. | 


A mercury dragon has small silver-white scales that eaa سس سس سس سا‎ 


are set closely to each other. In movement, the shimmer 
they create makes the dragon seem to flow like liquid. 
Their frames are sleek and serpentine, lacking the bulk 
often associated with other dragon species. 

Perfectly Mad. Mercury dragons are best described as 
a “little bit crazy,” but if you were to ask one about this it 
would assure you that there is a method to their 
madness. Mercury dragons dread routine. They live for 
variety, whether that be in food to hunt, treasures to 
collect, or experiences to... experience. 


A mercury dragon will go far out of its way to sate 
this desire for novelty, even entering into arrangements 
of convenience with other creatures. More than any 
other dragon, one is likely to find a mercury employed 
as a bodyguard, champion, messenger, assassin, or 
whatever other role that could be necessary. These 
dragons will happily serve as long as they receive the 
variety they crave, even if their superior is one of ill- 
repute or who has dastardly intentions. 
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Chaotic Personalities. Befitting their reputation as 
being mad, mercury dragons tend to have flitting 
personalities, acting differently depending on how life 
has been going lately. 

A dragon who feels like it is stuck in a rut, with little 
recent fun or new experiences, tends to be more 
aggressive. Intruders or adversaries are often attacked 
immediately when in this state, and then toyed with a bit 
until they are on their last legs. At this point, the dragon 
will threateningly demand a reason not to finish the foe 
off. This may seem like typical draconic arrogance, but 
is actually a legitimate question from the dragon’s 
perspective; a mercury would be loathe to discover that 
someone it killed might have offered it more fun if the 
target were left alive. 

Meanwhile, if a mercury dragon finds itself in the rare 
position of feeling as though its life has been plenty full 
of variety lately, it usually prefers to talk rather than 
fight. Even when directly challenged or facing foes 
clearly intent on killing it, a mercury dragon spends 
most of the battle being elusive and asking questions so 
that it may understand what the stakes are. Only when 
it becomes clear that an opponent wouldn’t offer much 
interest when alive does it turn the tables and press the 
attack. 

Territories of Change. Mercury dragons who live 
alone tend to prefer volcanic mountain ranges, often in 
tropical climates; the potential threat of an active 
volcano provides a natural source of chaos and danger 
perfect to the dragon’s way of life. This naturally brings 
them into conflict with red dragons, who despise 
mercury dragons for being particularly annoying. For 
the mercury however, conflict with a red dragon could 
be a fun experience (provided the red isn’t noticeably 
more powerful). 

The dream for all mercury dragons, however, is to 
find their way to the plane of the Elemental Chaos, 
where the ever-changing landscape provides the perfect 
challenge for constructing an exciting lair. 

Novelty Treasures. A mercury dragon’s hoard is a 
wondrous thing, if only because there is rarely any 
theme to be had. Coin is always valuable, but the rest of 
the hoard is a hodgepodge of jewelry, weapons, art, and 
artifacts; anything valuable from anywhere the dragon 
can acquire it. 

The desire to have a varied hoard means that mercury 
dragons are very easy to barter with. Mercuries are 
more than willing to part with a treasure if the other 
party can offer something new, especially if the mercury 
has never seen it before. This is doubly easy if the 
mercury is trading a duplicate item, or it is one that the 
dragon has had in its possession for an extremely long 
time. It is not uncommon for these trades to technically 
result in a loss for the dragon in terms of pure value. 
But if the new item is novel enough, the dragon cares 
little. Conversely, convincing a mercury dragon to part 
with a notably unique item is almost impossible, even if 
its use might be of world-affecting importance. 
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YOUNG MERCURY DRAGON 


Large dragon, chaotic neutral 


Armor Class 18 (natural armor) 


| Hit Points 127 (15d10 + 45) 
| Speed 40 ft, climb 40 ft, fly 80 ft 


INT WIS CHA 
9(-1) 12 )+1( 18 (+4) 


STR DEX CON 
18 (+4) 14(42) 16 (43) 


Saving Throws Dex +6, Con +8, Wis +5, Cha +8 

Skills Acrobatics +10, Deception +8, Perception +9, Stealth +6 
Damage Immunities poison 

Senses blindsight 30ft, darkvision 120ft, passive Perception 19 
Languages Common, Draconic 


Challenge 8 (10,000 XP) Proficiency Bonus +4 


| ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 


and two with its claws. 


Bite. Melee Weapon Attack: +8 to hit, reach 10ft., one target. 


| Hit: 15 (2d10 + 4) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5ft., one target. 
Hit: 11 (2d6 + 4) slashing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Poison Breath. The dragon exhales poisonous gas in a 30-foot 
cone. Each creature in that area must make a DC 15 
Constitution saving throw, taking 35 (10d6) poison damage 
on a failed save, or half as much damage on a successful 
one. 

Blinding Breath. The dragon exhales blinding gas in a 30-foot 
cone. Each creature in that area must succeed on a DC 15 
Constitution saving throw or be poisoned for 1 minute. A 
creature is blind while poisoned in this way. The creature can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 


Bonus ACTIONS 


Quicksilver Form (Recharge 6). The dragon transforms into a 


liquid wave of quicksilver, absorbing any equipment it is 
wearing or carrying. On subsequent turns, the dragon can use 
a bonus action to revert back to its true form. It reverts to its 
true form if it dies. 

While in this form the dragon loses its fly speed but 
increases its walking speed and climbing speed by 20 feet, and 
it ignores difficult terrain. It can move through a space as 
narrow as 1 inch wide without squeezing, has resistance to 
damage from nonmagical weapons, and does not provoke 


| opportunity attacks from moving. 


ل تا 


p 
MERCURY DRAGON WYRMLING 


Medium dragon, chaotic neutral 


| Armor Class 17 (natural armor) 
| Hit Points 33 (6d8 + 6) 
| Speed 30ft, climb 30ft, fly 60ft 


STR DEX CON INT WIS CHA 
IDEA) We) TSO Ik xo) MAES 


Saving Throws Dex +4, Con +4, Wis +2, Cha +5 
| Skills Acrobatics +6, Deception +5, Perception +4, Stealth +4 
Damage Immunities poison 
| Senses blindsight 10ft, darkvision 60ft, passive Perception 14 
| Languages Draconic 


Challenge 1 (200 XP) Proficiency Bonus +2 


| ACTIONS 
| Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one target. 
Hit: 7 (1d10 + 2) piercing damage. 


| Breath Weapons (Recharge 5-6). The dragon uses one of the 
| following breath weapons. 


| Poison Breath. The dragon exhales poisonous gas in a 15-foot 
cone. Each creature in that area must make a DC 12 
Constitution saving throw, taking 17 (5d6) poison damage 
on a failed save, or half as much damage on a successful 

| one. 

Blinding Breath. The dragon exhales blinding gas in a 15-foot 
cone. Each creature in that area must succeed on a DC 12 
Constitution saving throw or be poisoned for 1 minute. A 
creature is blind while poisoned in this way. The creature can | 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 


BoNus ACTIONS 
Quicksilver Form (Recharge 6). The dragon transforms into a 
| liquid wave of quicksilver, absorbing any equipment it is 
| wearing or carrying. On subsequent turns, the dragon can use 
a bonus action to revert back to its true form. It reverts to its 
| true form if it dies. 
While in this form the dragon loses its fly speed but 
| increases its walking speed and climbing speed by 20 feet, and 
| it ignores difficult terrain. It can move through a space as 
~ narrow as 1 inch wide without squeezing, has resistance to 
damage from nonmagical weapons, and does not provoke 
| opportunity attacks from moving. 


| 


e Pitfalls, snares, and other nonlethal traps laid by the 
dragon can be found within 1 mile of the lair. A 
creature can spot one of these traps by succeeding 
on a DC 12 Wisdom (Perception) check. A creature 
that triggers a trap must succeed on a DC 15 
Dexterity saving throw in order to avoid it. 


If the dragon dies, the vapor dissipates within 1d10 
days. Any untriggered traps remain until they are 
dismantled or triggered naturally. 


A MERCURY DRAGON’S LAIR 


Most mercury dragons try to find another creature to 


work for rather than living alone, and these dragons 
demand a section of its superior’s fortress or territory to 
call its own. This helps protect the dragon, as 
attempting to attack its lair usually means attacking the 
dragon’s superior as well. This also means that mercury 
lairs are rarely similar; some may be the large wing of a 
castle, some a series of tunnels in an extensive cave 
system. 

As an additional layer of protection, a mercury’s lair is 
always filled with nonlethal traps and guardians. These 
are designed to capture or frighten off any potential 
intruder rather than kill it. In this way, the mercury 
dragon can toy with the potential thief, and have every 
opportunity to determine if this creature might also 
often some fun if alive. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds ina 
row: 


e Poisonous fog fills a 201001 radius sphere centered 
on a point the dragon can see within 120 feet of it. 
The fog spreads around corners, and its area is 
heavily obscured. A creature that starts its turn in the 
fog or enters the fog for the first time on a turn must 
succeed on a DC 10 Constitution saving throw or 
gain vulnerability to poison damage until the start of 
its next turn. A wind of at least 20 miles per hour 
disperses the fog. The fog otherwise lasts until the 
dragon uses this lair action again, dismisses it as an 
action, or until the dragon dies. 

e A hole opens beneath a Large or smaller creature 
the dragon can see within 120 feet of it. The hole isa 
15-foot-tall cylinder with a 5-foot radius centered on 
the creature. The creature must make a DC 15 
Dexterity saving throw. On a failed save, the creature 
falls into the hole and takes 1d6 bludgeoning 
damage from falling. On a success the creature 
moves to an unoccupied space of their choosing 
adjacent to the hole. 


REGIONAL EFFECTS 

The region containing a legendary mercury dragon’s lair 
is warped by the dragon’s magic, which creates one or 
more of the following effects: 


e Within 1 mile of its lair, the dragon leaves no 
physical evidence of its passage unless it wishes to. 
Tracking it there is impossible except by magical 
means. 

e A haze of poisonous mercury vapor lightly obscures 
the land within 6 miles of the lair. Creatures that 
enter the haze must succeed on a DC 10 
Constitution saving throw or be poisoned until they 
take a long rest away from the vapors. 
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Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Radiant Breath. The dragon exhales brilliant energy in a 90-foot 
cone. Each creature in that area must make a DC 22 Dexterity 
saving throw, taking 97 (13d12) radiant damage on a failed 
save, or half as much damage on a successful one. 

Blinding Breath. The dragon exhales a blinding light in a 90-foot 
cone. Each creature in that area must succeed on a DC 22 
Constitution saving throw or be blinded for 1 minute. A 
creature can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


Bonus ACTIONS 


Teleport (Recharge 6). The dragon magically teleports, along with | 


| 


any equipment it is wearing or carrying, up to 60 feet to an 
unoccupied space it can see. 


REACTIONS 

Prophetic Defense (Recharge 6). The dragon adds 5 to its AC 
against one attack that would hit it. If the attack misses, the 
dragon can teleport 30 feet to an unoccupied space it can see. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Dimensional Flurry (Costs 2 Actions). The dragon erupts with 
divine light and momentarily phases. Each creature within 15 
feet of the dragon must succeed on a DC 23 Dexterity saving 
throw or take 15 (2d6 + 8) radiant damage. If the creature failed 
by 5 or more, it is also stunned until the end of its next turn. 
The dragon then teleports up to 40 feet to an unoccupied space 
it can see. 
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ANCIENT MITHRAL DRAGON 


Gargantuan dragon, lawful good 


Armor Class 23 (natural armor) 
Hit Points 577 (33d20 + 231) 
Speed 4Oft, fly 8 


CHA 
26 (+8) 


WIS 
24 (+7) 


INT 
18 (+4) 


CON 
25 (+7) 


DEX 
16 (+3) 


STR 
29 (+9) 


Saving Throws Dex +10, Con +14, Wis +14, Cha +15 
Skills History +11, Insight +21, Perception +21, 
Persuasion +15, Religion +18, Stealth +10 
Damage Immunities radiant 
Senses blindsight 60ft, darkvision 120ft, passive Perception 31 
Languages Common, Draconic 


Challenge 26 (90,000 XP) Proficiency Bonus +7 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws, or 
it uses its Dimensional Strike. 


Bite. Melee Weapon Attack: +18 to hit, reach 15ft., one target. 
Hit: 20 (2d10 + 9) piercing damage. 


| Claw. Melee Weapon Attack: +18 to hit, reach 10ft., one target. 


Hit: 16 (2d6 + 9) slashing damage. 


Tail. Melee Weapon Attack: +18 to hit, reach 20ft., one target. 
Hit: 18 (2d8 + 9) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 23 Wisdom saving throw or become frightened for 1 


| minute. A creature can repeat the saving throw at the end of 


each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Dimensional Strike. The dragon magically teleports, along with 
any equipment it is wearing or carrying, up to 30 feet to an 
unoccupied space it can see. Before or after teleporting, the 


| dragon can make one bite or claw attack. 
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radiant light. As a wyrmling their coloration tends to an 
icy white, but as the dragon ages its scales darken to 
silver with white streaks running throughout. These 
streaks contrast most harshly on the oldest individuals. 
The skull of a mithral dragon is adorned with a 
magnificent crown of spikes which extend down their 
necks and flare when the dragon is excited or enraged, 
and in battle radiant energy appears to crackle between 
their wings rather than normal flesh. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Radiant Breath. The dragon exhales brilliant energy in a 60-foot 
cone. Each creature in that area must make a DC 19 Dexterity 
saving throw, taking 71 (11d12) radiant damage on a failed 
save, or half as much damage on a successful one. 

Blinding Breath. The dragon exhales a blinding light in a 60-foot 
cone. Each creature in that area must succeed on a DC 19 
Constitution saving throw or be blinded for 1 minute. A 
creature can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


Bonus ACTIONS 

Teleport (Recharge 6). The dragon magically teleports, along with 
any equipment it is wearing or carrying, up to 60 feet to an 
unoccupied space it can see. 


REACTIONS 

Prophetic Defense (Recharge 6). The dragon adds 4 to its AC 
against one attack that would hit it. If the attack misses, the 
dragon can teleport 30 feet to an unoccupied space it can see. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Dimensional Flurry (Costs 2 Actions). The dragon erupts with 
divine light and momentarily phases. Each creature within 15 
feet of the dragon must succeed on a DC 19 Dexterity saving 
throw or take 13 (2d6 + 6) radiant damage. If the creature failed 
by 5 or more, it is also stunned until the end of its next turn. 
The dragon then teleports up to 40 feet to an unoccupied space 
it can see. 
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MITHRAL DRAGON 


Though many other species would be loathe to admit it, 


no other dragon rivals the mithral dragon for both 
power and majesty. Fundamentally zealous in their 
beliefs and actions, mithral dragons are agents of Io’s 
will. These natives of the Astral Sea are the rarest 
dragon seen by mortal eyes; to encounter one is to 
encounter the will of the gods. 

Fully grown mithral dragon scales glow with a faint 


ADULT MITHRAL DRAGON 


Huge dragon, lawful good 


| Armor Class 20 (natural armor) 


Hit Points 275 (22d12 + 132) 
Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA 
25 (+7) 16(+3) 22 (+6) 17 )+3( 22(+6) 23 (+6) 
(Rr 
Saving Throws Dex +8, Con +11, Wis +11, Cha +11 
Skills History +8, Insight +16, Perception +16, Persuasion +11, 
Religion +13, Stealth +8 


| Damage Immunities radiant 


Senses blindsight 60ft, darkvision 120ft, passive Perception 26 
Languages Common, Draconic 


Challenge 18 (20,000 XP) Proficiency Bonus +5 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws, or 
it uses its Dimensional Strike. 


Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 
Hit: 18 (2d10 + 7) piercing damage. 


| Claw. Melee Weapon Attack: +12 to hit, reach 5ft., one target. 
| Hit: 14 (2d6 + 7) slashing damage. 


Tail. Melee Weapon Attack: +12 to hit, reach 15ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 19 Wisdom saving throw or become frightened for 1 


| minute. A creature can repeat the saving throw at the end of 


each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Dimensional Strike. The dragon magically teleports, along with 
any equipment it is wearing or carrying, up to 30 feet to an 
unoccupied space it can see. Before or after teleporting, the 


| dragon can make one bite or claw attack. 


م 
MITHRAL DRAGON WYRMLING‏ . 
Medium dragon, lawful good‏ | 


Hit Points 90 (12d8 + 36) | 
Speed 30ft, fly 60ft | 


WIS 
17 (£3) 


INT 
13 (+1) 


CON 
16 (+3) 


DEX 
16 (+3) 


STR 


CHA ۱ 
17 )+3( | 


17 3) 


| 
Armor Class 18 (natural armor) 


| Saving Throws Dex +5, Con +5, Wis +5, Cha +5 


Skills History +3, Insight +7, Perception +7, Persuasion +5, 
Religion +5, Stealth +5 

Damage Immunities radiant 

Senses blindsight 10ft, darkvision 60ft, passive Perception 17 

Languages Draconic 


Challenge 5 (1,800 XP) Proficiency Bonus +2 


ACTIONS 
Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. 
Hit: 8 (1d10 + 3) piercing damage. 


Dimensional Strike. The dragon magically teleports, along with 
any equipment it is wearing or carrying, up to 30 feet to an 
unoccupied space it can see. Before or after teleporting, the 
dragon can make one bite attack. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


cone. Each creature in that area must make a DC 13 
Dexterity saving throw, taking 32 (5d12) radiant damage on a 
failed save, or half as much damage on a successful one. 

Blinding Breath. The dragon exhales a blinding light in a 15-foot 
cone. Each creature in that area must succeed on a DC 13 
Constitution saving throw or be blinded for 1 minute. A 
creature can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Bonus AcTIONS 
Teleport (Recharge 6). The dragon magically teleports, along 
with any equipment it is wearing or carrying, up to 30 feet to an 


, Radiant Breath. The dragon exhales brilliant energy in a 15-foot 


, unoccupied space it can see. 
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Divine Purpose. Every mithral dragon devotes itself 
to the cause of some divinity; any good-aligned or 
neutral god can become the patron of a mithral dragon’s 
goals. A rare few follow evil gods such as Tiamat or 
Zehir. Whatever deity a mithral follows, all are 
intrinsically tied to Io, the dead god of dragonkind, and 
receive visions from him as well as any other deity they 
may worship. Very few mithral dragons do not serve 
deities directly, though even the ones who don’t still 
tend to develop long-term plans with lofty goals. 

What drives an individual mithral dragon is too often 
a mystery; they rarely communicate with other 
creatures, impressing a sense of purpose that is too 
great to speak aloud and likely beyond mortal 
comprehension. They do not often take followers in the 
strictest sense; only evil mithrals allow other beings to 


YOUNG MITHRAL DRAGON 
Large dragon, lawful good 


Armor Class 19 (natural armor) | 


Speed 40ft, fly 80ft | 


STR DEX CON INT WIS CHA 
21 )+5( E 18(+4) E 18(+4) 21 (+5) 
سس سس سح‎ . 
Saving Throws Dex +7, Con +8, Wis +8, Cha +9 
Skills History +7, Insight +12, Perception +12, Persuasion +9, 
Religion +11, Stealth +7 


Senses blindsight 30ft, darkvision 120ft, passive Perception 22 
Languages Common, Draconic 


Challenge 12 (8,400 XP) Proficiency Bonus +4 


ACTIONS 
Multiattack. The dragon makes three attacks; one with its bite 
and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 
Hit: 16 (2d10 + 5) piercing damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Dimensional Strike. The dragon magically teleports, along with 
any equipment it is wearing or carrying, up to 30 feet to an 
unoccupied space it can see. Before or after teleporting, the 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Radiant Breath. The dragon exhales brilliant energy in a 30-foot 
cone. Each creature in that area must make a DC 16 
Dexterity saving throw, taking 65 (10d12) radiant damage on 
a failed save, or half as much damage on a successful one. 

Blinding Breath. The dragon exhales a blinding light in a 30-foot 
cone. Each creature in that area must succeed on a DC 16 
Constitution saving throw or be blinded for 1 minute. A 
creature can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


Bonus ACTIONS 

Teleport (Recharge 6). The dragon magically teleports, along 
with any equipment it is wearing or carrying, up to 40 feet to an 
unoccupied space it can see. 


REACTIONS 
Prophetic Defense (Recharge 6). The dragon adds 3 to its AC 
against one attack that would hit it. If the attack misses, the 
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| Hit Points 190 (20d10 + 80) 


| Damage Immunities radiant 


| dragon can make one bite or claw attack. 


_ dragon can teleport 30 feet to an unoccupied space it can see. 


30 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e The dragon chooses one creature it can see within 
120 feet of it. Until initiative count 20 on the 
following turn, the dragon has advantage on all 
attack rolls against that creature, and the creature 
has disadvantage on all saving throws made to resist 
an effect caused by the dragon. 

e The dragon peers into the heart of one creature it 
can see within 60 feet of it. The dragon learns the 
creature’s alignment, and the creature must succeed 
ona DC 15 Charisma saving throw or the dragon 
also learns what deities it worships, if any, and what 
general purpose the creature has in entering the 
dragon’s lair. 


REGIONAL EFFECTS 

The region containing a legendary mithral dragon’s lair 
is warped by the dragon’s magic, which creates one or 
more of the following effects: 


e The dragon is aware of the presence of any creatures 
that enter within 6 miles of its lair. It does not know 
the specific location of each creature, or their 
identities, but knows how many there are and how 
large each is. 

e Whenever a creature that can understand a language 
sleeps or enters a state of trance or reverie within 6 
miles of the dragon’s lair, the dragon can establish 
telepathic contact with that creature and converse 
with it in its dreams. The creature remembers its 
conversation with the dragon upon waking. 

e The land within 1 mile of the dragon’s lair is 
consecrated (or desecrated if the dragon is evil). 
Creatures who worship the same deity as the dragon 
have advantage on any checks made to commune or 
otherwise interact with that deity, and on any 
Charisma checks made to interact with the dragon. 
Clerics of the chosen deity who attempt to use their 
Divine Intervention feature may roll twice to 
determine if their deity intervenes, choosing the 
lowest result. Once per day, the dragon can alter the 
effect of the consecration (or desecration) of its lair. 
The dragon chooses one of the effects outlined in the 
hallow spell, which can also be the spell’s primary 
affect against celestials, elementals, fey, fiends, and 
undead, or chooses to end any additional affect. That 
effect immediately takes hold wherever the land is 
consecrated/desecrated. 


If the dragon dies, any chosen effect active within the 
consecrated/desecrated area around its lair immediately 
ends. The consecration/desecration of the land fades 
after 1d10 years unless an outside force actively ends 
the effect. 
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serve them. However, they will gladly form temporary 
alliances with any entity which can convince the dragon 
that their goals are aligned, especially if they follow the 
same deity. Mithral dragons do not suffer any being to 
interrupt their goals, and will destroy any who threaten 
to do so without mercy. 

Manipulators of Time and Space. Mithral dragons 
have some limited capacity to warp reality. All have the 
intrinsic ability to teleport, though older dragons have a 
greater capacity to do so. Some gain the ability to 
teleport extreme distances or transfer between planes 
much as wizards can, all to better afford them the ability 
to enact their plans. 

Mithral dragons also have the ability to peer into the 
future. Sometimes these visions take the form of 
dreams offered to them by the gods themselves, but a 
mithral can also focus this talent in battle to anticipate 
an opponent’s attack or allow it to better land its own 
blows. These skills combined make mithral dragons 
particularly difficult to kill; mithral dragons have a 
greater goal in mind at all times, and will always flee 
rather than allow themselves to be killed. Otherwise, its 
ultimate plans may come to ruin. 

Unlike most dragons, mithrals are fundamentally 
immortal. Though they can be killed, and age like 
normal flesh and blood beings, mithral dragons are not 
ravaged by the passage of time and do not diminish with 
old age. Where other dragons eventually enter a twilight 
stage and begin to fade, mithral dragons remain strong 
and resilient. 

Frugal Beings. Setting them further apart from every 
other dragon species, mithral dragons do not tend to 
create hoards of treasure; they have little need for 
valuables and find other dragons who greedily acquire 
wealth to be appalling beings. Any treasure or valuables 
that a mithral acquires is always sought with some 
greater purpose in mind. 


A MITHRAL DRAGON’S LAIR 


Mithral dragons tend not to spend a great deal of time in 
any one area, instead moving from place-to-place as 
their god’s will demands. When residing in the Astral 
Sea itself, they dwell with their gods. 

If it must lair somewhere temporarily, a mithral 
dragon usually chooses an abandoned temple 
appropriate to its faith or a mine or cave-system with 
deposits of gemstones or ore, through which it divines 
the will of the gods. Many mithral dragon lairs have 
great spacious rooms or lofty towers. Some lairs tend 
toward the truly wondrous, such as great spires of 
crystal hovering at the edge of the Elemental Chaos, or 
a collection of massive rocky islands floating within the 
Astral Sea. 


Acid Breath (Recharges when the dragon’s Vaporous Serpent is 
destroyed). The dragon exhales a spray of acid in a 90-foot cone. 
Each creature in that area must make a DC 23 Constitution 
saving throw, taking 71 (13d10) acid damage on a failed save, 
or half as much damage on a successful one. A vaporous 
serpent appears in an unoccupied space within the area, and 
takes its turn immediately after the dragon on the same 
initiative count. The serpent persists for 1 minute or until the 
dragon falls unconscious or dies, or the serpent reaches 0 hit 
points. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Serpent Attack. The dragon causes its vaporous serpent to make 
a bite attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 15 feet of the dragon must succeed on a DC 25 
Dexterity saving throw or take 17 (2d6 + 10) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


Gargantuan dragon, lawful neutral 


Armor Class 21 (natural armor) 
Hit Points 351 (18d20 + 162) 
Speed 40۴ climb 40ft, fly 80ft 


INT WIS CHA 
16 (+3) BEA 21 (45) 


CON 
28 (+9) 


STR DEX 
30 (+10) 10 (+0) 


Saving Throws Dex +7, Con +16, Wis +9, Cha +12 

Skills Arcana +10, History +10, Investigation +10, Nature +10, 
Perception +16, Stealth +7 

Damage Immunities acid 

Senses blindsight 60ft, darkvision 120ft, passive Perception 26 

Languages Common, Draconic 


Challenge 22 (41,000 XP) Proficiency Bonus +7 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. It 
can replace one of its claw attacks with a tail attack. 


Bite. Melee Weapon Attack: +17 to hit, reach 15ft., one target. 
Hit: 21 (2d10 + 10) piercing damage. 


Claw. Melee Weapon Attack: +17 to hit, reach 10ft., one target. 
Hit: 17 (2d6 + 10) slashing damage. 


Tail. Melee Weapon Attack: +17 to hit, reach 25ft., one target. 
Hit: 19 (2d8 + 10) bludgeoning damage, and the target is 
grappled (escape DC 18). Until this grapple ends, the target is 
restrained, and the dragon can’t use its tail on another target. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 20 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 
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ANCIENT ORIUM DRAGON 
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| ACTIONS 

| Multiattack. The dragon can use its Frightful Presence. It then 

| makes three attacks; one with its bite and two with its claws. It 
can replace one of its claw attacks with a tail attack. 


| Bite. Melee Weapon Attack: +13 to hit, reach 10ft., one target. 
Hit: 19 (2d10 + 8) piercing damage. 


Claw. Melee Weapon Attack: +13 to hit, reach 5ft., one target. ۱ 
Hit: 15 (2d6 + 8) slashing damage. | 


| Tail. Melee Weapon Attack: +13 to hit, reach 20ft., one target. 

| Hit: 17 (2d8 + 8) bludgeoning damage, and the target is 
grappled (escape DC 16). Until this grapple ends, the target is 

| restrained, and the dragon can’t use its tail on another target. | 


Frightful Presence. Each creature of the dragon’s choice that is 

within 120 feet of the dragon and aware of it must succeed on | 
| a DC 21 Wisdom saving throw or become frightened for 1 | 
| minute. A creature can repeat the saving throw at the end of 
| each of its turns, ending the effect on itself on a success. If a 
| creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
| next 24 hours. 


Acid Breath (Recharges when the dragon’s Vaporous Serpent is | 
destroyed). The dragon exhales a spray of acid in a 60-foot cone. 
| Each creature in that area must make a DC 20 Constitution ۱ 
| saving throw, taking 49 (9d10) acid damage on a failed save, or | 
half as much damage on a successful one. A vaporous serpent 
| appears in an unoccupied space within the area, and takes its 
| turn immediately after the dragon on the same initiative count. | 
The serpent persists for 1 minute or until the dragon falls 
| unconscious or dies, or the serpent reaches 0 hit points. 


Change Shape. The dragon magically polymorphs into a 

humanoid or beast that has a challenge rating no higher than | 
| its own, or back into its true form. It reverts to its true form if it | 
` dies. Any equipment it is wearing or carrying is absorbed or 

borne by the new form (the dragon’s choice). 

In 2 new form, the dragon retains its alignment, hit points, | 

| Hit Dice, ability to speak, proficiencies, Legendary Resistance, 

lair actions, and Intelligence, Wisdom, and Charisma scores, | 
| as well as this action. Its statistics and capabilities are | 

otherwise replaced by those of the new form, except any class | 

features or legendary actions of that form. 


| LEGENDARY ACTIONS 

| The dragon can take 3 legendary actions, choosing from the 

| options below. Only one legendary action option can be used 

at a time and only at the end of another creature’s turn. The 

_ dragon regains spent legendary actions at the start of its turn. | 


Detect. The dragon makes a Wisdom (Perception) check. 
| Tail Attack. The dragon makes a tail attack. 


Serpent Attack. The dragon causes its vaporous serpent to 
| make a bite attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
| creature within 15 feet of the dragon must succeed ona DC 21 | 
| Dexterity saving throw or take 15 (2d6 + 8) bludgeoning | 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 
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ADULT ORIUM DRAGON 


| 


| Huge dragon, lawful neutral 


Armor Class 18 (natural armor) 


| Hit Points 216 (16d12 + 112) 


Speed 40ft, climb 40ft, fly 30ft 


STR DEX CON INT WIS CHA 
26 (+8) 10(+0) 25 (+7) 16 (+3) 14 (42) 19 (+4) 


Saving Throws Dex +5, Con +12, Wis +7, Cha +9 
Skills Arcana + 8, History +8, Investigation +8, Nature +8, 
Perception +12, Stealth +5 


| 


| Damage Immunities acid 


Senses blindsight 60ft, darkvision 120ft, passive Perception 22 
Languages Common, Draconic 


Challenge 16 (15,000 XP) Proficiency Bonus +5 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 


ORIUM DRAGON 


Known by some as the orichalcum dragon, these 
dragons are named after a crimson-hued metal used in 
ancient times. This is quite appropriate; the oriums are 
obsessed with learning secrets lost to time, and spend 
their days searching forgotten jungle temples to gather 
hoards of that which holds the most value; knowledge. 

Orium dragons are somewhat feline in appearance, 
with paw-like feet and lithe bodies. Their tails are long 
and prehensile, which they use both to reconstruct 
ancient structures and as weapons in battle. They take 
great pride in their scales, which gleam red like no other 
metal when polished, and hate when they are tarnished. 
Some older dragons even inlay jade into their scales like 
tattoos, as the green-blue mineral contrasts beautifully 
with their natural hue. 

Obsessed Historians. Orium dragons are captivated 
by the ruins of the past. To them, there is nothing more 
worthwhile than pouring over ancient mysteries, 
discovering knowledge that has been lost to time and 
structures regained by the wilderness. 

An orium dragon makes it their life’s work to rebuild 
their home ruin, working with its servants (or slaves, for 
the more evil-aligned) to rebuild the majesty of the past. 
These reconstruction efforts do not need to be accurate, 
strictly speaking. So long as they evoke the same sense 
of grand architecture, the dragon will consider it a 
successful endeavor. 

Inquisitive Chroniclers. Orium dragons are 
surprisingly beings of few words; they rarely gloat or 
bluster, nor do they tend to approach an encounter with 
another being violently. Strangers are asked simple but 
important questions, such as “Who are you” or “Why 
have you come here?” These questions are designed to 
help the dragon categorize the intruder; either the 
stranger is a potential servant or ally, a thief that must 
be punished, or little more than food. 


it can choose to succeed instead. | 


Only when the dragon has determined what kind of Living Breath Weapon. Orium dragons have a very 


creature it is dealing with will it act. Thieves and food unique breath weapon among dragonkind. The acidic 
are dealt with swiftly and violently, while future servants spray of an orium dragon manifests as a corrosive 
are treated to a display of power to quell any potential aerosol that fills the air with a caustic green mist. This 
resistance. If an orium dragon speaks at all during mist persists after use, then collapses in on itself to 
battle, it is to comment on its opponents’ inexperience create a snake-like elemental serpent of magic vapor. 
and youth, and the lack of understanding they have for While a threat in its own right, destroying a vaporous 
the centuries of ancient power that surrounds them. serpent can be as dangerous for the dragon’s 
Questions, and the answers to them, are what drive adversaries as allowing it to persist; orium dragons are 
every orium dragon. Few can resist a good mystery or unable to use their breath weapon while actively 
promises of forgotten lore. An orium dragon can be a controlling a serpent, but regains this ability once the 
great ally to a group of adventurers, if they are able to old serpent is destroyed. Even this may not be a 
convince the dragon that working together on a guarantee, however; some very ancient dragons have 
common goal would be more beneficial then allowing developed the ability to create and control multiple 
the dragon to have its way (whatever that may be). serpents at one time, or keep the same serpent active 


for hours or even days for use as a scout. 
Ancient Antiquarians. Orium dragons follow one 


| | 
YOUN G ORIUM DRAGON simple rule when it comes to gathering treasure; the 


| Large dragon, lawful neutral 


older an item is, the better. They love jewelry, especially 
aes an ae of long lost civilizations, with jade being particularly 
| Hit Points 126 (12d10 + 60) | oved as it contrasts beautifully with their crimson ۱ 

| Speed 406, climb 406, fly 80ft scales. The ruins where most orium dragons make their 
homes are also considered a type of treasure, one that 
STR DEX CON INT WIS CHA an orium dragon will defend aggressively if they are 


| 22 )+6( 10 )+0( 20(+5) 14(+2) 12 )+1( 17 )+3( | threatened with damage or destruction. 
CSS «س س‎ 


| Saving Throws Dex +4, Con +9, Wis +5, Cha +7 ا‎ 
Skills Arcana +6, History +6, Investigation +6, Nature +6, | | ORIUM DRAGON WYRMLING 


Perception +9, Stealth +4 | Medium dragon, lawful neutral 
| Damage Immunities acid | 


| Senses blindsight 30ft., darkvision 120ft., passive Perception | 


| Armor Class 16 (natural armor) 


84 | Hit Points 30 (4d8 + 12) | 
Languages Common, Draconic | Speed 30ft, climb 30ft, fly 60ft | 
| Challenge : 8 (3,900 XP) Proficiency Bonus +4 | | 
| STR DEX CON INT WS CHA | 

| ACTIONS | 18 (+4) 10 (+0) 17 (+3) 12 (+1) 10(+0) 15 (+2) 


Multiattack. The dragon makes three attacks; one with its bite | 
, and two with its claws. It can replace one of its claw attacks | 
| with a tail attack. ! 


| Saving Throws Dex +2, Con +5, Wis +2, Cha +4 | 
, Skills Arcana +3, History +3, Investigation + 3, Nature +3, 
Perception +4, Stealth +2 


Bite. Melee Weapon Attack: +10 to hit, reach 10ft., one target. | Damage Immunities acid 

| Hit: 17 (2d10 + 6) piercing damage. | Senses blindsight 10ft, darkvision 60ft, passive Perception 14 

| | Languages Draconic | 
Claw. Melee Weapon Attack: +10 to hit, reach 5ft., one target. | Challenge 2 (450 XP) Proficiency Bonus +2 

| Hit: 13 (2d6 + 6) slashing damage. ۱ | 

| Tail. Melee Weapon Attack: +10 to hit, reach 15ft., one target. | ۱ ACTIONS 

| Hit: 15 (2d8 + 6) bludgeoning damage, and the target is | | Bite. Melee Weapon Attack: +6 to hit, reach 5ft., one target. | 
grappled (escape DC 14). Until this grapple ends, the targetis | Hit: 9 (1d10 + 4) piercing damage. | 


restrained, and the dragon can’t use its tail on another target. | 
| Acid Breath (Recharges when the dragon’s Vaporous Serpent is ۱ 


| Acid Breath (Recharges when the dragon’s Vaporous Serpent is | | destroyed). The dragon exhales a spray of acid in a 15-foot cone. | 
destroyed). The dragon exhales a spray of acid in a 30-foot cone. Each creature in that area must make a DC 13 Constitution 

| Each creature in that area must make a DC 17 Constitution saving throw, taking 22 (4d10) acid damage on a failed save, or | 

| saving throw, taking 38 (7d10) acid damage on a failed save, or | | half as much damage on a successful one. A vaporous serpent | 
half as much damage on a successful one. A vaporous serpent | | appears in an unoccupied space within the area, and takes its | 

| appears in an unoccupied space within the area, and takes its | | turn immediately after the dragon on the same initiative count. | 

| turn immediately after the dragon on the same initiative count. | The serpent persists for 1 minute or until the dragon falls 
The serpent persists for 1 minute or until the dragon falls , unconscious or dies, or the serpent reaches 0 hit points. | 
unconscious or dies, or the serpent reaches 0 hit points. | 


nI 
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` VAPOROUS SERPENT 


| Medium elemental, unaligned 


| Armor Class 15 
| Hit Points 15 (2d8 + 6) | 


| Speed 30 ft 
STR DEX CON INT WIS CHA ۱ 
16 (+3) 20 (+5) 16 (+3) 5 (3) 10(4+0) 5(3) | 


_ Damage Resistances bludgeoning, piercing, and slashing 
damage from nonmagical weapons 
| Damage Immunities acid, poison, psychic 
| Condition Immunities exhaustion, grappled, paralyzed, | 
petrified, poisoned, prone, restrained, unconscious 
Senses blindsight 60ft, passive Perception 10 
Languages - 


| Challenge - (0 XP) Proficiency Bonus +2 ۱ 


| Vaporous Form. The serpent can enter a hostile creature’s space 
| and stop there. It can move through a space as narrow as 1 
inch wide without squeezing. 


ACTIONS | 
Bite. Melee Weapon Attack: +7 to hit, reach 5ft., one target. 
Hit: 10 (1d10 + 5) acid damage. 


REGIONAL EFFECTS 

The region containing a legendary orium dragon’s lair is 
warped by the dragon’s magic, which creates one or 
more of the following effects: 


e Fog lightly obscures the land within 6 miles of the 
dragon’s lair. 

Creatures within 1 mile of the lair find it more 
difficult to lie or keep information hidden. When a 
creature attempts cover up information it must make 
a DC 10 Charisma saving throw or be compelled to 
speak the truth. The dragon is immune to this effect, 
and can use an action to suspend or enable it. 

The land within 6 miles of the lair takes twice as 
long as normal to traverse, since the jungle plants 
grow thickly. 


If the dragon dies, creatures can immediately lie 
without being compelled to speak the truth. Vegetation 
remains as it has grown, but the fog fades over 1d10 
days. 
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THE VAPOROUS SERPENT 


Elemental in nature, an orium dragon’s vaporous serpent 
has no sense of self or a true mind. It exists only at the whim 
and needs of the orium dragon, and its ability to act 
independantly is limited. The orium dragon can freely 
communicate with its vaporous serpent telepathically as long 
as it and the serpent are on the same plane of existence. 


A vaporous serpent’s strength is tied to the dragon that 
summoned it, with older and more powerful dragons able to 
summon more powerful serpents. Each vaporous serpent 
has the following bonuses applied to its profile: 


e Bonus to saving throws, to hit rolls, and damage rolls 
equal to the dragon’s Constitution modifier. 

e Bonus to hit points equal to the dragon’s Constitution 
score. 


u ن‎ a 


AN ORIUM DRAGON’S LAIR 


An orium dragon makes its lair in ancient ruins. They 
favor jungles, both for the climate (oriums hate the cold) 
and the promise of centuries-old knowledge, which is 
often hidden in such places. However, an orium will 
suffer through any environment if the lure of ancient 
secrets is strong enough. 

Some oriums venture into the Feywild, in order to 
learn about the ancient societies and strange magics 
there. Wherever it finds a project, once the ruin is 
secured and its previous denizens either wiped out or 
subjugated the dragon takes up residence in whatever 
structure was once the grandest and most opulent in the 
area. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e Part of the ceiling collapses above one creature that 
the dragon can see within 120 feet of it. The creature 
must succeed on a DC 15 Dexterity saving throw or 
take 10 (3d6) bludgeoning damage and be knocked 
prone and buried. The buried target is restrained and 
unable to stand up. A creature can take an action to 
make a DC 10 Strength check, ending the buried 
state on a success. 

e The dragon’s vaporous serpent moves up to its speed 
without provoking attacks of opportunity, then 
dissolves into corrosive mist. The serpent is 
destroyed, and every creature within 5 feet of the 
serpent must make a Constitution saving throw. The 
DC is equal to the dragon’s Acid Breath DC. A 
creature takes 3d10 (16) acid damage on a failed 
save, or half as much damage on a successful one. 


Tail. Melee Weapon Attack: +14 to hit, reach 20ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed ona | 
DC 25 Wisdom saving throw or become frightened for 1 | 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the | 
next 24 hours. | 


Psychotropic Breath (Recharge 5-6). The dragon exhales a mind- 
harming necrotic vapor in a 90-foot cone. Each creature in that 
area must make a DC 22 Constitution saving throw, taking 66 | 
(19d6) necrotic damage on a failed save, or half as much 
damage on a successful one. If a creature fails its speed is 
halved, it has disadvantage on attack rolls and ability checks, 
and if it attempts to cast a spell, it must succeed on a 
concentration check (as if concentrating on a spell) or the spell 
fails to cast and is wasted. In addition, the creature takes 7 | 
(2d6) psychic damage at the start of each of its turns. These 
effects last for one minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself 
on a success. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. | 


Detect. The dragon makes a Wisdom (Perception) check. 


Tail Attack. The dragon makes a tail attack. 
Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 15 feet of the dragon must succeed on a DC 22 
Dexterity saving throw or take 14 (2d6 + 7) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


ANCIENT PURPLE DRAGON 


Gargantuan dragon, lawful evil 


Armor Class 20 (natural armor) 
Hit Points 280 (16d20 + 112) 
Speed 40۴6, fly 80ft 


INT WIS CHA 
26 (+8) 20(+5) 30 )+10( 


STR DEX CON 
25 (27), 2E SEA 


Saving Throws Dex +8, Con +14, Wis +12, Cha +17 
Skills Deception +17, Insight +12, Perception +19, 
Persuasion +24, Stealth +8 
Damage Immunities necrotic, psychic 
Senses blindsight 60ft, darkvision 240ft, passive Perception 29 
Languages Common, Draconic 


Challenge 19 (22,000 XP) Proficiency Bonus +7 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


Phasing. The dragon can move through other creatures and 
objects as if they were difficult terrain. It takes 27 (5d10) force 
damage if it ends its turn inside an object. 


Sunlight Hypersensitivity. The dragon takes 40 radiant damage 
when it starts its turn in sunlight. While in sunlight, it has 
disadvantage on attack rolls and ability checks. 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +14 to hit, reach 15ft., one target. 
Hit: 18 (2d10 + 7) piercing damage plus 10 (3d6) necrotic 
damage. 


Claw. Melee Weapon Attack: +14 to hit, reach 10ft., one target. 
Hit: 14 (2d6 + 7) slashing damage. 


CE INSETS. FO A | 
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Tail. Melee Weapon Attack: +10 to hit, reach 15ft., one target. 
Hit: 14 (2d8 + 6) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 23 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Psychotropic Breath (Recharge 5-6). The dragon exhales a mind- 
harming necrotic vapor in a 60-foot cone. Each creature in that 
area must make a DC 18 Constitution saving throw, taking 52 
(15d6) necrotic damage on a failed save, or half as much 
damage on a successful one. If a creature fails its speed is 
halved, it has disadvantage on attack rolls and ability checks, 
and if it attempts to cast a spell, it must succeed on a 
concentration check (as if concentrating on a spell) or the spell 
fails to cast and is wasted. In addition, the creature takes 7 
(2d6) psychic damage at the start of each of its turns. These 
effects last for one minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself 
on a success. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 10 feet of the dragon must succeed on a DC 18 
Dexterity saving throw or take 12 (2d6 + 5) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


ا نتب د ا 
VARIANT: BEGUILING PURPLE DRAGONS‏ 


Many purple dragons learn arcane spells to augment their 
natural domination abilities. 


If you wish to have a purple dragon as an innate 
spellcaster, use the variant rules found on page 86 of the 
Monster Manual. You can use whatever spells you want, but 


„ the following is a list of spells most appropriate for a purple 


dragon to be able to cast: calm emotions, charm person, 
confusion, crown of madness, dominate beast, dominate 
monster, dominate person, dream, friends, geas, heroism, mass 
suggestion, mind blank, modify memory, sleep, and suggestion. 
Some particularly powerful purple dragons may even be able 
to cast feeblemind. 


ADULT PURPLE DRAGON 


Huge dragon, lawful evil 


Armor Class 18 (natural armor) 


| Hit Points 161 (14d12 + 70) 


Speed 40ft, fly 80ft 


STR DEX CON INT WIS CHA 
21 (+5) 12(+1) 20(+5) 20(+5) 16(+3) 27 (+8) 
ee 
Saving Throws Dex +6, Con +11, Wis +8, Cha +13 
Skills Deception +13, Insight +8, Perception +13, 
Persuasion +18, Stealth +6 
Damage Immunities necrotic, psychic 


| Senses blindsight 60ft, darkvision 240ft, passive Perception 23 


Languages Common, Draconic 
Challenge 14 (10,000 XP) Proficiency Bonus +5 


y 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


Phasing. The dragon can move through other creatures and 
objects as if they were difficult terrain. It takes 16 (3d10) force 
damage if it ends its turn inside an object. 


Sunlight Hypersensitivity. The dragon takes 30 radiant damage 
when it starts its turn in sunlight. While in sunlight, it has 
disadvantage on attack rolls and ability checks. 


ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +10 to hit, reach 10ft., one target. 
Hit: 16 (2d10 + 6) piercing damage plus 7 (2d6) necrotic 
damage. 


Claw. Melee Weapon Attack: +10 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 6) slashing damage. 
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Purple dragon scales are a deep violet or indigo, and 
shine brightly like thousands of tiny amethyst gems 
when in light. But in the darkness of their subterranean 
tunnels, their scales appear dark and black. 

Masterful Manipulators. Like green dragons, purple 
dragons are talented manipulators, capable of achieving 
this manipulation through lies, misdirection, and even 
direct mental domination. They need this cunning to 
compensate for their comparitively lacking physical 
prowess. Depending on the dragon, this domination 
may be realized through magic or the dragon’s own 
innate abilities. 

A purple dragon may seek to control other creatures 
for a number of reasons. Some simply delight in 
abusing their power, while others like to acquire groups 
of thralls for security. At the very least, acquiring a few 
expendable scouts to look into newly discovered (and 
potentially dangerous) tunnels is always useful. 


GA 
. PURPLE DRAGON WYRMLING 


| Medium dragon, lawful evil 


| Armor Class 16 (natural armor) 
| Hit Points 13 (2d8 + 4) 
Speed 30ft, fly 60ft | 


CHA | 
19 (+4) 


wis 
14 (+2) 


INT 
16 (+3) 


CON 
14 (+2) 


DEX 
12 (+1) 


STR 
15 (+2) 


Saving Throws Dex +3, Con +4, Wis +4, Cha +6 
_ Skills Deception +6, Insight +4, Perception +6, Persuasion +8, 
| Stealth +3 

Damage Immunities necrotic, psychic 
Senses blindsight 10ft, darkvision 120ft, passive Perception 16 
Languages Draconic | 
Challenge 1 (200 XP) Proficiency Bonus +2 | 


Sunlight Hypersensitivity. The dragon takes 5 radiant damage | 
when it starts its turn in sunlight. While in sunlight, it has 
| disadvantage on attack rolls and ability checks. 


ACTIONS | 
Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one target. 

Hit: 7 (1d10 + 2) piercing damage plus 2 (1d4) necrotic 

damage. 


_ Psychotropic Breath (Recharge 5-6). The dragon exhales a mind- 

| harming necrotic vapor in a 15-foot cone. Each creature in that 

area must make a DC 12 Constitution saving throw. On a failed 

save the creature takes 14 (4d6) necrotic damage on a failed 

save, or half as much damage on a successful one. If a creature 

fails its speed is halved, it has disadvantage on attack rolls and 

ability checks, and if it attempts to cast a spell, it must succeed 

| on a concentration check (as if concentrating on a spell) or the 

spell fails to cast and is wasted. In addition, the creature takes 

| 3 (1d6) psychic damage at the start of each of its turns. These 

| effects last for one minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself 
on a success. 


eee 
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PURPLE DRAGON 


Purple dragons are known to some folk as deep 
dragons, though they are notably different from the 
fungal-breathing species that also goes by that name. 
They are easily the least-understood and least- 
commonly encountered chromatic dragon species. Few 
surface dwellers know of their existance, and the few 
who have heard of them assume them to be myths. 

Unlike many other dragon species, purple dragons 
are serpentine and sleek. They have thin, swept-back 
wings and long skulls balenced on long necks, allowing 
them to slink through subterranean tunnels with ease. 
These slight frames make them the physically weakest 
true dragon species. 


| 
YOUNG PURPLE DRAGON 


| Large dragon, lawful evil 


Armor Class 17 (natural armor) 
| Hit Points 104 (11d10 + 44) | 
| Speed 40ft, fly 80ft 


INT 
18 (+4) 


CON 
18 (+4) 


DEX 
12 (+1) 


STR 
18 (+4) 


CHA | 
24 (+7) 


WIS 
16 (+3) 


Saving Throws Dex +5, Con +8, Wis +7, Cha +10 
Skills Deception +11, Insight +7, Perception +11, | 
Persuasion +15, Stealth +5 
| Damage Immunities necrotic, psychic 
Senses blindsight 30ft, darkvision 240ft, passive Perception 21 
Languages Common, Draconic | 
Challenge 7 (2,300 XP) Proficiency Bonus +4 


| Sunlight Hypersensitivity. The dragon takes 20 radiant damage 
when it starts its turn in sunlight. While in sunlight, it has 
disadvantage on attack rolls and ability checks. | 


ACTIONS 
Multiattack. The dragon makes three attacks; one with its bite 
and two with its claws. | 


Bite. Melee Weapon Attack: +8 to hit, reach 10ft., one target. ۱ 
Hit: 15 )2010 + 4) piercing damage plus 3 )106( | 
damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5ft., one target. | 
Hit: 11 (2d6 + 4) slashing damage. | 


Psychotropic Breath (Recharge 5-6). The dragon exhales a mind- 
harming necrotic vapor in a 30-foot cone. Each creature in that | 
area must make a DC 16 Constitution saving throw. On a failed 
save the creature takes 31 (9d6) necrotic damage on a failed | 
save, or half as much damage on a successful one. If a creature | 
fails its speed is halved, it has disadvantage on attack rolls and 
ability checks, and if it attempts to cast a spell, it must succeed 
on a concentration check (as if concentrating on a spell) or the | 
spell fails to cast and is wasted. In addition, the creature takes 
3 (1d6) psychic damage at the start of each of its turns. These | 
effects last for one minute. A creature can repeat the saving | 
throw at the end of each of its turns, ending the effect on itself 

on a success. | 
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LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e The dragon makes a Claw attack against a single 
creature. On a hit the creature suffers the attack’s 
normal effects, and then must make a DC 19 
Constitution saving throw. A creature that fails the 
save is thrown 30 feet in a direction of the dragon’s 
choosing, passing through creatures and objects in 
its way. Until the end of its next turn the creature can 
move through other creatures and objects as if they 
were difficult terrain. A creature takes 11 (2d10) 
force damage if it ends this forced movement or its 
turn inside an object. If a creature is inside an object 
when this effect ends it is pushed to the nearest 
unoccupied space closest to where it first entered. 

e The dragon targets a single creature within 10 feet 
that is under the effects of its psychotropic breath. 
The creature must succeed on a DC 19 Wisdom 
saving throw or be dominated by the dragon, ending 
the psychotropic effect. This domination is otherwise 
identical to the dominate person spell, and ends 
early if the dragon uses this lair action again or dies. 

e Magical darkness spreads from a point the dragon 
chooses within 60 feet of it, filling a 20-foot-radius 
sphere until the dragon dismisses it as an action, 
uses this lair action again, or dies. The effect is 
otherwise identical to the darkness spell. 


REGIONAL EFFECTS 

Though purple dragons are often missing from their 
lairs, their permanant homes can still have a negative 
effect on others around them. The region containing a 
legendary purple dragon’s permanent lair is warped by 
the dragon’s magic, which creates one or more of the 
following effects: 


e Drow are drawn to the lair to worship the dragon 
and help protect it. 

e Shadows envelop the areas within 6 miles of the lair, 
choking nonmagical sources of light; bright light 
from mundane sources is considered dim light, and 
dim light from mundane sources is considered 
darkness. 

e Acreature that attempts to take a long rest within 6 
miles of the lair must succeed on a DC 10 Wisdom 
saving throw at the end of the rest, or else fail to 
receive the benefits of the rest as they are plagued by 
nightmares. 


If the dragon dies, the choking darkness subsides and 
the drow abandon the lair, both within 1d10 days. 
Creatures attempting to sleep in the area must now 
succeed on a DC 5 Wisdom saving throw in order to 
benefit from a long rest. This effect ends once the 
dragon’s final resting place is purified, such as through 
a hallow spell. 


Explorers of the Deep. Even more than 
manipulations, purple dragons love to explore. The 
surface world is but a small expanse compared to the 
great volumes of tunnels and caverns deep below 
ground, which may hold never-before-seen vaults filled 
with untold treasures and discoveries. 

The greatest find for a purple dragon is any place 
never before trod by sentient beings, or tombs and caves 
locked away for millenia. Such prizes are so valuable 
that a purple dragon may bargain with humanoids who 
arrive with more information pertaining to such 
locations. The information would have to be very good, 
however, to convince the dragon not to simply dominate 
the individuals and send them down on its own terms. 

Sunless Stalkers. Purple dragons have developed a 
particular sensitivity to sunlight, so much so that direct 
contact with it burns their scales and flesh. For this 
reason, purple dragons almost never venture onto the 
surface. As if to tie them even more closely to a ghost- 
like existence, older dragons are capable of phasing 
their bodies partially into the Ethereal Plane. This 
allows them to pass through solid rock, a useful skill 
while exploring or returning to a lair that otherwise 
does not have an entrance. 

Though most purple dragons live in or around the 
Underdark, a few have been known to venture into the 
sunless realm of the Shadowfell. There they sometimes 
treaty with intelligent undead such as wraiths, and find 
permanant solace from the heat of the sun. 

Preference for Seafood. Purple dragons lay their eggs 
in hidden caches near undergaround lakes or deep 
ocean grottos far from the light. They prefer a diet of 
seafood, favoring blind cave fish, crabs, or clams. When 
the urge to consume more intelligent prey comes over 
them, purple dragons will hunt kuo-toas and 
occassionally aboleths. 

When faced with outsiders, a purple dragon will wait 
as long as possible before pouncing, taking time to spy 
on its prey and get a sense of any potential weaknesses 
or abilities. When the decision is made to attack, the 
dragon surprises its prey from the darkness, hitting it 
with its breath weapon to make domination more easy. 


A PURPLE DRAGON’S LAIR 


e n‏ سس سس سس 


Purple dragons spend all of their time venturing ever 
increasing distances from their lairs, exploring deeper 
each time. A purple dragon’s permenant lair is a 
honeycomb of rocky hollows connected by narrow, 
winding tunnels, with dozens of offshoots and 
emergency exits for the dragon to take advantage of. 
Many tunnels lead to traps or dead ends, obstacles only 
the dragon can bypass with its phasing. 

While busy exploring, purple dragons will rest in 
temporary shelters such as small caves or caverns. 
Ancient scrolls and lost writings are a favored treasure 
for purple dragons, and many older dragons skilled in 
the use of magic go to great lengths to find arcane 
scrolls that allow them to teleport instantaneously back 
to their lair whenever their adventures are complete. 
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| Change Shape. The dragon magically polymorphs into a 


humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it | 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, 
as well as this action. Its statistics and capabilities are 
otherwise replaced by those of the new form, except any class 
features or legendary actions of that form. 


Bonus ACTIONS 
| Invisibility (Recharge 6). The dragon magically turns invisible, 


along with any equipment it is wearing or carrying, until the 
end of the dragon’s next turn. This invisibility ends early if the 
dragon attacks or casts a spell. 


| LEGENDARY ACTIONS 


The dragon can take 3 legendary actions, choosing from the 


| options below. Only one legendary action option can be used 
| at a time and only at the end of another creature’s turn. The 


dragon regains spent legendary actions at the start of its turn. 
Detect. The dragon makes a Wisdom (Perception) check. 
Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 


| creature within 15 feet of the dragon must succeed on a DC 24 


Dexterity saving throw or take 16 (2d6 + 9) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 


, half its flying speed. 
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Proficiency Bonus +7 


ANCIENT STEEL DRAGON 


| Gargantuan dragon, chaotic good 


Armor Class 22 (natural armor) 


| Hit Points 429 (22d20 + 198) 


Speed 40 ft., fly 80 ft. 


CHA 
28 (+9) 


WIS 
20 (+5) 


INT 
20 (+5) 


CON 
28 (+9) 


DEX 
12 (+1) 


STR 
28 (+9) 


| 


O EU 


Saving Throws Dex +8, Con +16, Wis +12, Cha +17 

Skills Deception +16, Insight +12, Perception +21, 
Persuasion +16, Stealth +8 

Damage Immunities force 


| Senses blindsight 60ft., darkvision 120ft., passive Perception 


26 
Languages Common, Draconic 
Challenge 22 (41,000 XP) 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


ACTIONS 
makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +16 to hit, reach 15ft., one target. 
Hit: 20 (2d10 + 9) piercing damage. 


Claw. Melee Weapon Attack: +16 to hit, reach 10ft., one target. 
Hit: 16 (2d6 + 9) slashing damage. 


| Multiattack. The dragon can use its Frightful Presence. It then 


| Tail. Melee Weapon Attack: +16 to hit, reach 20ft., one target. 
| Hit: 18 (2d8 + 9) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on 
a DC 24 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Force Breath. The dragon exhales force energy in a 90-foot 
cone. Each creature in that area must make a DC 24 
Constitution saving throw, taking 67 (15d8) force damage on 
a failed save, or half as much damage on a successful one. 


| Incapacitating Breath. The dragon exhales incapacitating energy 


in a 90-foot cone. Each creature in that area must succeed 
on a DC 24 Constitution saving throw or be incapacitated for 
1 minute. A creature can repeat the saving throw at the end 


1 
| 


of each of its turns, ending the effect on itself on a success. | 


مس سس سس سب سس اس سس م 


۱77۳5 ی ی‎ E ea cies aa aay eee eee T, 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Force Breath. The dragon exhales force energy in a 60-foot 
cone. Each creature in that area must make a DC 20 
Constitution saving throw, taking 54 (12d8) force damage on 
a failed save, or half as much damage on a successful one. 

Incapacitating Breath. The dragon exhales incapacitating energy 
in a 60-foot cone. Each creature in that area must succeed on 
a DC 20 Constitution saving throw or be incapacitated for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon’s choice). 

In a new form, the dragon retains its alignment, hit points, 
Hit Dice, ability to speak, proficiencies, Legendary Resistance, 
lair actions, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


Bonus ACTIONS 


Invisibility (Recharge 6). The dragon magically turns invisible, 


along with any equipment it is wearing or carrying, until the end 
of the dragon’s next turn. This invisibility ends early if the 
dragon attacks or casts a spell. 


LEGENDARY ACTIONS 

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn. 


Detect. The dragon makes a Wisdom (Perception) check. 


Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its wings. Each 
creature within 15 feet of the dragon must succeed on a DC 20 
Dexterity saving throw or take 14 (2d6 + 7) bludgeoning 
damage and be knocked prone. The dragon can then fly up to 
half its flying speed. 


ADULT STEEL DRAGON 


Huge dragon, chaotic good 


Armor Class 19 (natural armor) 
Hit Points 229 (17d12 + 119) 
Speed 40۴8, fly 80ft 


CHA 
27 (+8) 


WIS 
16 (+3) 


INT 
17 (+3) 


CON 
25 (+7) 


DEX 
12 (+1) 


STR 
24 (+7) 


Saving Throws Dex +6, Con +12, Wis +8, Cha +13 
Skills Deception +12, Insight +8, Perception +13, 
Persuasion +12, Stealth +6 


| Damage Immunities force 


Senses blindsight 60ft, darkvision 120ft, passive Perception 22 
Languages Common, Draconic 


Challenge 15 (13,000 XP) Proficiency Bonus +5 


Legendary Resistance (3/Day). ۱۲ the dragon fails a saving throw, 
it can choose to succeed instead. 


| ACTIONS 


Multiattack. The dragon can use its Frightful Presence. It then 


makes three attacks; one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 
Hit: 18 (2d10 + 7) piercing damage. 


Claw. Melee Weapon Attack: +12 to hit, reach 5ft., one target. 
Hit: 14 (2d6 + 7) slashing damage. 


Tail. Melee Weapon Attack: +12 to hit, reach 15ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 21 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends it, the 
creature is immune to the dragon’s Frightful Presence for the 
next 24 hours. 


Life in Disguise. Steel dragons prefer to live in towns 
and cities, often masquerading as entrepreneurs, 
wealthy merchants, or even estate agents. They will go 
to great lengths to establish humanoid histories and 
families, in order to blend in more seamlessly and 
prevent complicated questions. Some prefer to take the 
form of longer-lived races like elves or dwarves in order 
to more easily explain away a long life. Others will set 
themselves up as their own heirs and relatives, “dying” 
in one form only to inherit the family business in 
another. Ambitious dragons may even maintain two or 
more identities, working the market to ensure the 
highest payout. 

Whatever form a steel dragon takes always betrays a 
hint of the dragon’s true nature; something about their 
appearance will be gray or silver. This may be the 
dragon’s hair, eye color, clothing, tattoos, or even a 
common habit of wearing steel jewelry. Whether this is 
a forced limitation of the steel dragon’s shapechanging 
ability or a result of draconic pride is not clear, even 
amongst steel dragons themselves. 

Anti-Authoritarian. Steel dragons tend to loathe 
rulers and other agents of authority; while many 
recognize that laws can be necessary to preserve order 
and flexibility, the breed as a rule despises absolute 
authority, even ones with the best of intentions. 

Oppressive regimes that arise in the dragon’s 
territory are stricken down quickly, even at the risk of 
losing business potential. This is not done through a 
display of draconic power. Instead, the dragon uses its 
humanoid influence to sow discord and spark rebellion, 
empowering the community to overthrow the tyrant. 

Rich in Assets. The false life a steel dragon creates 
for itself is usually one of nobility or business, where 
collecting large amounts of wealth is an expected part of 
the occupation. They use their draconic intelligence and 
natural charisma to gain every advantage in their 
market of choice, building up a “hoard” of sorts in the 
process. 

A steel dragon collects physical wealth like any other 
dragon, though they prefer to collect items of 
sophisticated finery such as art, antiquities, and ancient 
tomes. For a steel dragon, however, true wealth comes 
from owning property and stakes in the economy. 


A STEEL DRAGON’S LAIR 


Steel dragons live as humanoids do, usually in large 
houses or manors appropriate to their station within 
society. These they outfit with lavish regalia and 
decorations. However, every steel dragon maintains a 
secondary lair near the town or city they normally reside 
in, usually within some sort of ruin. These are 
emergency dwellings, set up in case the dragon’s true 
identity is discovered. These lairs are difficult to reach 
by design, and often protected by traps, wards, and 
guardians. 
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YOUNG STEEL DRAGON 


| Large dragon, chaotic good 


Armor Class 18 (natural armor) 
| Hit Points 147 (14d10 + 70) 
| Speed 40ft, fly 80ft 
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Saving Throws Dex +5, Con +9, Wis +6, Cha +10 
Skills Deception +10, Insight +6, Perception +10, 
Persuasion +10, Stealth +5 
Damage Immunities force 
| Senses blindsight 30ft, darkvision 120ft, passive Perception 20 
Languages Common, Draconic 


Challenge 9 (5,000 XP) Proficiency Bonus +4 


ACTIONS 


Multiattack. The dragon makes three attacks; one with its bite 
and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. 
Hit: 16 (2d10 + 5) piercing damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Force Breath. The dragon exhales force energy in a 30-foot 
cone. Each creature in that area must make a DC 17 
Constitution saving throw, taking 40 (9d8) force damage on 
a failed save, or half as much damage on a successful one. 
Incapacitating Breath. The dragon exhales incapacitating energy 
in a 30-foot cone. Each creature in that area must succeed | 
ona DC 17 Constitution saving throw or be incapacitated for | 
1 minute. A creature can repeat the saving throw at the end 
of each of its turns, ending the effect on itself on a success. 


Bonus AcTIONS 

| Invisibility (Recharge 6). The dragon magically turns invisible, 

along with any equipment it is wearing or carrying, until the 
end of the dragon’s next turn. This invisibility ends early if the 

_ dragon attacks or casts a spell. 


STEEL DRAGON 


Arguably the most sociable and urban of all dragons, 
steel dragons in many ways prefer a quaint existence (at 
least in comparison to other dragons). They prefer the 
company of humanoids, and prefer to stay in humanoid 
form in order to better blend in with town and city folk. 

In their natural form, steel dragons have slight builds 
and relatively small heads. Swordlike frills sprout from 
their skull, elbows, fingers, and toes. Even their large 
wings resemble rows of bladelike feathers, rather than 
the bat-like membranes of other dragon varieties. From 
a distance, they almost resemble constructs rather than 
the flesh-and-blood beings that they are. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the dragon 
takes a lair action to cause one of the following effects; 
the dragon can’t use the same effect two rounds in a 
row: 


e A 10001 cube of invisible force springs into 
existence, centered on a point the dragon can see 
within 120 feet of it. A creature fully encased in the 
area must make a DC 15 Dexterity saving throw. On 
a failed save it becomes trapped by the cube. On a 
success, or if the creature is only partially within the 
area or too large to fit inside the area, it is pushed 
away from the center of the area until it is completely 
outside the area. The cube is otherwise identical to 
the forcecage spell, as if the dragon chose to create a 
solid box. The cube persists until initiative count 20 
on the following turn. 

e Each creature of the dragon’s choice that it can see 
within 30 feet of it must succeed on a DC 15 
Strength saving throw or be pulled 15 feet toward 
the dragon or pushed 15 feet away from the dragon. 
Unsecured inanimate objects in the area that are not 
being worn or carried are also pulled or pushed 15 
feet. The dragon must choose to either pull all 
targets or push all targets. 


REGIONAL EFFECTS 

The region containing a legendary steel dragon’s lair is 
warped by the dragon’s magic, which creates one or 
more of the following effects: 


e Whenever a creature with an Intelligence of 3 or 
higher enters property owned by the dragon within 1 
mile of the dragon’s lair, the dragon becomes aware 
of the creature’s presence and location. 

e Merchants and other traders are naturally drawn to 
the region within 6 miles of the dragon’s lair, having 
heard about the potential business ventures there. 
The nature of these individuals tends to be similar to 
the dragon’s; good dragons attract generally well- 
meaning businesses, while evil dragons attract more 
corrupt individuals hoping to take advantage of the 
folk who live there. 

e The dragon’s business ventures have impacted the 
market within 6 miles of its lair, affecting the value 
and availability of goods and services within this 
area. If the dragon is good, then commodities can be 
purchased for 75% of their normal value, and rarer 
wares and resources are more likely to be found. If 
the dragon is evil, commodities cost 125% of their 
normal value and are generally more scarce. Neutral 
dragons do not affect the market positively or 
negatively. 


If the dragon dies, any impact it made to the market 
disappears within 1d10 days once it is discovered that 
the dragon’s various aliases are gone, and any foreign 
merchants will disperse to other business opportunities 
over 1d4 weeks. 
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Proficiency Bonus +2 | 


dragon attacks or casts a spell. 


` STEEL DRAGON WYRMLING 


Medium dragon, chaotic good 


| Armor Class 17 (natural armor) 


Hit Points 45 (6d8 + 18) 
Speed 30ft, fly 60ft 


CON 
17 (+3) 


STR 
16 (+3) 


CHA 
17 (+3) 


WIS 
12 (+1) 


INT 
13 (+1) 


DEX 
12 (+1) 


Saving Throws Dex +3, Con +5, Wis +3, Cha +5 

Skills Deception +5, Insight +3, Perception +5, Persuasion +5, 
Stealth +3 

Damage Immunities force 

Senses blindsight 10ft, darkvision 60ft, passive Perception 20 

Languages Draconic 

Challenge 2 (450 XP) 


ACTIONS 
Hit: 8 (1d10 + 3) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons. 


Force Breath. The dragon exhales force energy in a 15-foot 
cone. Each creature in that area must make a DC 13 
Constitution saving throw, taking 18 (4d8) force damage on 
a failed save, or half as much damage on a successful one. 

Incapacitating Breath. The dragon exhales incapacitating energy 
in a 15-foot cone. Each creature in that area must succeed 


on a DC 13 Constitution saving throw or be incapacitated for | 


1 minute. A creature can repeat the saving throw at the end 
of each of its turns, ending the effect on itself on a success. 


Bonus ACTIONS 


along with any equipment it is wearing or carrying, until the 
end of the dragon’s next turn. This invisibility ends early if the 


| Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one target. 


| Invisibility (Recharge 6). The dragon magically turns invisible, 


تست و مس س ا 
BROWN DRAGONS‏ 
The piercing damage brown dragons deal with their breath‏ 
weapon is caused by the jet of sand that they exhale, but they‏ 
do not naturally have resistence or immunity to piercing‏ 
damage. Instead, brown dragons have resistence to fire‏ 
damage, which represents their natural ability to withstand‏ 
the intense temperatures of the desert.‏ 


Wherever a character with brown dragon heritage would 
gain a feature based on a type of damage, that damage type 
is fire. However, any breath weapon they might gain deals 
piercing damage instead of fire damage. 


i 


DRAGON SHAMANS 


The Dragon Shaman is a homebrew class from The 
Arcane Athenzeum, also available on the Dungeon 
Masters Guild. A Dragon Shaman seeks to emulate the 
power and majesty of a particular kind of dragon, and 
gains traits based on that dragon species. 

Refer to the following features if your totem dragon is 
one of the dragons presented in the Draconomicon. 


CHROMATIC TOTEM DRAGON 


CHROMATIC DRAGON TYPE 


Dragon Damage Type Skill Proficiencies 
Brown Fire Perception, Stealth 
Gray Acid Athletics, Stealth 
Purple Necrotic Deception, Persuasion 


DRACONIC BREATH 


Dragon Damage Type Draconic Breath 

Brown Piercing 5 by 30 ft. line (Dex. save) 
Gray Acid 5 by 30 ft. line (Dex. save) 
Purple Necrotic 15 ft. cone (Con. save) 


DRACONIC ADAPTATION 

At 6th level, you take on an aspect of your totem dragon. 
These adaptations are always active, unless otherwise 
stated. 


e Brown- Sand Walker: You are considered naturally 
adapted to hot climates. You can move across sand 
without needing to make an ability check, and 
difficult terrain composed of sand doesn’t cost you 
extra movement. Additionally, you gain a burrowing 
speed equal to your current speed. 

e Gray- Stone's Affinity. You are immune to being 
petrified and the petrified condition. If a spell or 
ability requires you to make a saving throw or be 
restrained, and then later make a second saving 
throw or be petrified, you automatically succeed on 
the saving throw against being restrained. 

e Purple — Improved Darkvision. The range of your 
darkvision further increases by 60 feet. This is in 
addition to any change to your darkvision normally 
granted by Draconic Adaptation. 
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ADDITIONAL CHARACTER 
OPTIONS 


Many adventurers owe their power or heritage to 
dragons, and the magic that flows through those 
presented in the Draconomicon is the same as any other 
true dragon. When creating a draconic character, you 
can choose one of these dragons as indicated below. 


DRAGONBORN 


Dragonborn come in a wide variety of colors and 
ancestries, each individual having a different geneology 
that expresses itself in various ways. This includes the 
dragon types presented here. 

When creating a dragonborn character, you can 
choose one of the following dragon species as your 
draconic ancestry. If you are using the variant 
dragonborn rules in Fizban’s Treasury of Dragons, each 
draconic ancestry is further organized into the 
chromatic ancestry or the metallic ancestry. Ignore the 
breath weapon column of the table, as the shape of your 
breath weapon is determined by the ancestry of your 
dragonborn. 


DRAGONBORN ANCESTRY 


Dragon Damage Type Breath Weapon 
Chromatic Ancestry 
Brown Piercing (Fire) 5 by 30 ft. line (Dex. save) 
Gray Acid 5 by 30 ft. line (Dex. save) 
Purple Necrotic 15 ft. cone (Con. save) 
Metallic Ancestry 
Adamantine Thunder 15 ft. cone (Con. save) 
Cobalt Cold 15 ft. cone (Con. save) 
Iron Lightning 5 by 30 ft. line (Dex. save) 
Mercury Poison 15 ft. cone (Con. save) 
Mithril Radiant 15 ft. cone (Dex. save) 
Orium Acid 15 ft. cone (Con. save) 
Steel Force 15 ft. cone (Con. save) 


DRACONIC SORCERERS 


Dragon Ancestor. Your innate magic might come from 
one of the dragons in the Draconomicon. If so, choose 
one type of dragon as your ancestor from the Sorcerer 
Draconic Ancestry table. 


SORCERER DRACONIC ANCESTRY 


Dragon Damage Type 
Adamantine Thunder 
Brown Fire 
Cobalt Cold 
Gray Acid 

Iron Lightning 
Mercury Poison 
Mithril Radiant 
Orium Acid 
Purple Necrotic 
Steel Force 


SECOND DRACONIC BREATH 
At 14th level, you gain a second Draconic Breath 
determined by your totem dragon. 


e Adamantine — Deafening Breath. You bellow a 


deafening roar in a 15-foot cone. Each creature in 
that area must succeed on a Constitution saving 
throw versus your Draconic Breath DC or become 
deafened for 1 minute. While deafened in this way, 
the creature is incapacitated. A creature can repeat 
the saving throw at the end of each of its turns, 
ending these effects on itself on a success. 

Cobalt — Slowing Breath. You exhale gas in a 15-foot 
cone. Each creature in that area must succed on a 
Constitution saving throw versus your Draconic 
Breath DC. On a failed save, the creature can’t use 
reactions, its speed is halved, and it can’t make more 
than one attack on its turn. In addition, the creature 
can use either an action or a bonus action on its turn, 
but not both. These effects last for 1 minute. The 
creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself with a 
successful save. 

Iron — Attracting Breath. You inhale your breath in a 
15-foot cone. Each creature in that area must 
succeed on a Strength saving throw versus your 
Draconic Breath DC. On a failed save, the creature is 
pulled up to 10 feet toward you. 

Mercury — Blinding Breath. You exhale blinding gas 
in a 15-foot cone. Each creature in that area must 
succeed on a Constitution saving throw vs your 
Draconic Breath DC or be poisoned for 1 minute. A 
creature is blind while poisoned in this way. The 
creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a 
success. 

Mithril — Blinding Breath. You exhale a blinding light 
in a 15-foot cone. Each creature in that area must 
succeed on a Constitution saving throw versus your 
Draconic Breath DC or be blinded for 1 minute. A 
creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a 
success. 

Orium — Servant Breath. Your exhaled breath 
collapses into the form of a tiny poisonous snake as 
if you cast the spell find familiar. It persists for 1 
hour or until it drops to 0 hit points. You can dismiss 
it early using a bonus action. 

Steel — Incapacitating Breath. You exhale 
incapacitating energy in a 15-foot cone. Each 
creature in that area must succeed on a Constitution 
saving throw versus your Draconic Breath DC or be 
incapacitated for 1 minute. A creature can repeat the 
saving throw at the end of each of its turns, ending 
the effect on itself on a success. 


METALLIC TOTEM DRAGON 


METALLIC DRAGON TYPE 


Dragon Damage Type Skill Proficiencies 
Adamantine Thunder Insight, Intimidation 
Cobalt Cold Intimidation, Survival 
Iron Lightning Athletics, Intimidation 
Mercury Poison Acrobatics, Stealth 
Mithril Radiant Insight, Perception 
Orium Acid History, Investigation 
Steel Force Deception, Perception 


DRACONIC BREATH 


Dragon Damage Type Draconic Breath 
Adamantine Thunder 15 ft. cone (Con. save) 
Cobalt Cold 15 ft. cone (Con. save) 
Iron Lightning 30 ft. line (Dex. save) 
Mercury Poison 15 ft. cone (Con. save) 
Mithril Radiant 15 ft. cone (Dex. save) 
Orium Acid 15 ft. cone (Con. save) 
Steel Force 15 ft. cone (Con. save) 
DRACONIC ADAPTATION 


At 6th level, you take on an aspect of your totem dragon. 
These adaptations are always active, unless otherwise 
stated. 


e Adamantine — Improved Armor. You have a +1 
bonus to your AC, even while wearing armor. 

e Cobalt- Ice Walker. You can move across and climb 
icy surfaces without needing to make an ability 
check, and difficult terrain composed of ice or snow 
doesn’t cost you extra movement. 

e Iron - Thicket Trampler. Moving through 
nonmagical difficult terrain costs you no extra 
movement, and you can pass through nonmagical 
plants without being slowed or harmed by them. 

e Mercury- Strong Climber. You gain the ability to 
move up, down, and across vertical surfaces and 
upside down along ceilings, while leaving your hands 
free. You also gain a climbing speed equal to your 
walking speed. 

e Mithril — Teleportation. You gain the ability to cast 
the spell misty step. Once you do, you can’t do so 
again until you finish a short or long rest. 

o Orium — Strong Climber. You gain the ability to 
move up, down, and across vertical surfaces and 
upside down along ceilings, while leaving your hands 
free. You also gain a climbing speed equal to your 
walking speed. 

e Steel — Invisibility. As a bonus action, you can 
magically turn invisible until the start of your next 
turn or until you attack, make a damage roll, or force 
someone to make a saving throw. Once you use this 
trait, you can’t use it again until you finish a short or 
long rest. 
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Do not meddle in the affairs of dragons. 
For you are crunchy. 


And taste good with ketchup. 


This work is part of the collections of the Arcane Athenzeum. 
Visit thearcaneathenaum.org for similar works. 


Formatting through The Homebrewery. 
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